WEF 1s as Full of game-winning tips as an umpire’s chest pad ts Full of stuffing, 
e we're talking top-secret stuff like special passwords and codes. 


egies in this issue alone will give you a mayor advantage whether you're the home 
nd every new issue of your Nintendo Power subscription features game reviews and 
. game rankings, and the latest juice on Nintendo 64. 


A full year 1s just $19.95." (hat's less than 2 tickets to a double-header'} 


t call 1-800-255-3700 to subscribe. 


{magine all the insider information you'll get all year long The locations of bonus 
areas Programmer codes that can reveal hidden surprises. Maps, moves, and more! 
You'll Find st all in columns like Classifted Information and Counselor's Corner. 
(IF you're good enough your name and score might even get published!) 


NOT subseribing can only mean one thing A quick tnp to the locker room 
So pick up on the signals comm at you right now! Call 1-800-255-3700 and 
subsenbe today! Or send in the card nght here! 
You'll get THREE FREE Ken Griffey Jr.’s 
Winning Run Jelly Slammers and a 
FREE Slammer Board. 


(fo use when you're not gaming) 


What are you waiting For? 


You don't want to miss any more signals! 


Call 1-800-255-3700 


to subserib e. 


CHORE up on — 
tHe bAT or 
X/11 wring 

your NEck1 


Hit that 
ball to 
DA MooN! 
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Player’s Poll—Volume 88 Name fe ae 
Prizes? Prizes! Sure, we got prizes! To get Memiberstip No OTS 


‘ ; Address 
a chance to win, answer the following en ( ) 
uestions. Then, send in your card, pronto! State/Prov Zip/Postat 
q! 1s y¥ i; Pl ity te/Pre ee 4 Tal No 
Check out the list on page 106 then write down the numbers for your Da you own any of these game sysiems? 
five favorite games n order of preference with your top choice first J Sega Setum 1 Yes  2No 
A Super NES 4 oe oe ae es K Sony PlayStatron 1 Yes 2 No 
L. 800 Muttplayer 1 Yes 2 No 
B Game Boy 1___ 2___ 8__._4___ §___. M Virtual Boy 1 Yes  2,No 
© Virtual Boy 1___ 2 —— 
, ' te N Do you expect to aurchase e Game Boy Pocket or receive one as a present 
D. Which tive products are you most interested in playing? Fea nee none? 
(eee ele te Sra) Be 41 Yes 2No 3 Notsure 
E. How old ere you? 
1 Underé 2 641 3 12-44 4 15-47 5 18-24 6 25 or older © Do you already own ¢ Game Boy? 
F Sex 1 Yes 2,No 


1 Male 2 Female 


G Do you expect te purchase a N64 or recaive one as 9 present in the for W - 
next fhre# months? 


1 Yes 2.No 3 Not sure 
H Have you played the N64 at an in-store display? 


1 Yes 2.No " 
‘Tertificamento! Now send in if card and kee jur fingers crossed! 
| Have you heard about the N64 on TV or read about it inanother E a soos 


magazine or newspaper? 
1 Yes 2 No 


BACK ISSUE/PLAYER’S GUIDE 
ORDER FORM Ice —_ 
gees ate em opceecinnce se ccl ae COMPETITION 


adage Naah, you don’t need to sled to Antarctica 
= in the middle of winter. Just get yourself 


Name 

ee ee Ee some help from the pros at Nintendo. So 
ear grab some back issues of Nintendo Power. 
ti Sauatiron ‘Zonal Code Tip books. Power-packed Player’s Guides. 
‘ ) LELEELLL EL! And when you want to cool your heels, 
Teephone No, Member Nv. check out our chillin’ graphic novels. To get 
Fiease check methor of payment: the goods, get your order form to this 
Decreck or Money Orter Oh mascercard SQ Vis address. It’s the capital of cool. 


‘Payable vs Niscen¢o) 


oo er Nintendo Power Magazine 
en P.O. Box 97032 
amaneran ee Redmond, WA 98073-9732 


Cardholder s Name 


Nintendo Power 


P.O. BOX 97062 
Redmond, WA 98073-9762 


Quentty US. [Canadien] ‘Tote Stroteay Guiles 
(mit of each issue} Pree | Pree Amount #19687 = SuperMarioBros 3(vol 13} © $580 | s7oo} $ 
#27653 Volume 62 (duly 94) $550 | $700 | $_ #21121 ___ Final Fantasy (Vol 17) S550" )).Seoo,) 8 - 
#27655 ______ Volume 64(Sept 94) 8550 | $700 | S$. I ME S495 | $600) $_____ 
#77656 Volume @s(Oct'94}  ss5a | $700 | S. a 4 
#77858 ~ Volume 6?{Dec 84) $550 | $700 | $. paca ____ NES Gama Atlas S000 eee 
#24330 . ‘Super NES. $800 | $2550 
#30150 —_____ Voivme 74 (July 95} $550 $700 %. — 
“ #25073 ss Zelda—A Link to the Past $00 | $25.50 
#30151 Volume 75 (Aug “S5} $550 $700 $. 
#25958 ss Top Secret Password ook 81800 | 82550 
#30152 Volume 78 (Sept 95) $550 | s7og | $_ ‘ 
e27819 Mario Pant $300 $17.50 
#30153 Volume 77(Gct 95) $550 | $700 | S Aa ShestFigiter STurbo Steen l|feeco 
#30154 Volume 78(Nov 85) $550 | $700 | S$. Soe ak pened swoon | $i760 
4 io __ — a) 
#30155 Volume 79 (Dec ‘95) $550 | $700 | S. #29022 Super Metrod sion | $170 
#37583 “Volume 80 (Jan. 96) «$550 | 70a | § #30142 Final Farvasy 100 | $2550 
#33539 ‘Volurne 81 {Feb ’96) $550 smo | $. #30143 _ Donkey Kang Country $13.00 | $1750 $. 
933540 Vatu 82 (Mar ‘96} $550 $700 Sa 2g87 _ Killer Instinct: $1300 |; Si750 $. - 
#33541 Volume 63 {Apr 95} $550 $700 &$ #33340 Chrono Trigger S#OO | $2550 $. 
#39542 Volume 64 [May 96) $550 $700 s. #32923 ‘Superfviano World 2Yashis Island $13 00 ‘Si750 $. 
933643 Volume 85 (June “86) $550 $700 $. _ #32588 _ DKC2 Diddy's Kong Quest: $td0 $1600 $. 
#33544 Volume #6 (July $8) $550 | $7aq | $_ #34039 Super Meno RPS soo | svso] s_ 
#33545 _ Volume 87 {Aug 96) $550 $700 $. ‘Grophic Novels 
#20685 Set(Vol 16) szeo0 | sze00 | S______ #27842 _____—LegendofZeldaComeBook si300 | si7sa) S$ 
#2ag4g Set (Vol 13-19) sma | $2600 | § #21643 SuperMonaAdventuresComeBeok $1200 | sad | $ 
#26841 ‘Set Vol 20°25) s2a00 | $2500 | Ss 
#27127 __ Set (Voi 26-31) $24.00 $7600 
Haaa04 Sethe son savoo | szeoo | § een rare arse a a a ee eat subtotal 
fee ae | ee 
ese : Wintel Powar Maparna otal 
#33103 Set (Vol 56-81) $24gq | $2600 | $ PO Box 97032 
#33946 Set (Vol. 68 73) $2400 |_ $2600 | § Raseenk, Ws mete 3i28 


‘More faves on ots iat n a et ra eth sok cut aa mp very inital uantbes Preezincbateshinong 9 hang, 
Fo ne mie cee pages Sina bean borat Sik saat 


a Bag 


Fill out this card right now! 


{The coach is counting on you] 


Sb. ee A Se 


To order your subscrptun now with ISA or MasterCard, coll Hun. Sot 60m. to 3 pm. Pocthc Standord Time (PS, Sundays 
Gam. 7 pon. [The Nimtenda representowve we! need to speok withthe person whose name appears on the ued] 


Oo Yes! | want 12 issues of Nintendo Power plus my three Jelly Slammers 
and Slammer Board For $19.95 US. Funds {$795 CHM FuNES)” 


ago, L Ves! want 2 years [24 issues] of Nintendo Power 
plus my three Jelly Slammers and Slammer Board For 
$36.95 U.S. Funds {65195 CANIN FNS) 


i] Yes! | want 3 years [36 issues] of Nintendo Power 
plus my three Jelly Slammers and Slammer Board for 
$49.95 U.S. Funds. ($6395 Mund FINDS) 
“Pricaslisied include olf applicable tcxes Please dow &-f weeks for delivery Ofer volt whle supplies fast! 
Enclose thes order form with your puyment or credit card mfarmatian m a stamped envelope and mal t0- 
NINTENDO POWER® 


P.0. BOX 97043 
REDMOND, WA 98073-9743 


Conacion residents rervember te use on mternntmna! postage stomp. 


a 


Rie) Se SORE es a 


Arar Nes 2 e.- rw wage ae F 
Please print legibly in ink: 
Bre |_ i a 


[fs the memiver next a your name on the address label a yout magcziel 


| 


I'm paying for ths membership by (check anel. [Check or Money Order CIVISA 7} MasterCard 
IF paying by check, please make check payable to Nitendo [please don’t staple yur payment to 
the order form and please do not send cash Sending cash vl hold up processing of your order 1 


CAROHOLOER'S SIGNATURE 
#2609 


wer Now al ]| ia Ken Gare ’s Winning Eun Jelly $ 
ie sia 0 Power. el Kon a ae nt opal af pec 700K 


ee 


\ SS! 
'\@ = 


va 


uper lario 64: 
The*Adventure Begins! 


ve seen the tanteliz~ 
Been daz- 


begin in-dapth covaraga 
laok’at the layout of Princess 


Take Flight With 
Pilotwings 64 


For aspiring Néa pilots, tha 
wart is over In this issue, 

complete coverage of 

Pilotwings 64 gets off the 

ground with flight plans for eerning certificates 
mA and B clesses Ses the Plotwings 64 


world-from the err, hoginring on page 24. 
Road Trip? ED 
Any racer’s engine would rev at the 


of a coast to coast rally, and 
thot’s just what Cruis'n USA has to: 


lt 
Ready fora 


flag drops on the racing ection this 


a month with a four-page preview 


oo 


Lu 


r fayer’s Choise for Game Boy Fe 
csi PREVIEWS 


Obie Kong's Double Trouble 


affar vidaa thrill-seekers, Tha green 


@QwnwrT s 


wT 
8 September 1996 


ME 8 


Fut. GOVERAGE 
Super Marla 64 fe 
Pilatwings 64 2 

Realm 2h 

Kirby Super Star Part 2 SO 


Donkey Kong Land2 BO 
Diddy’s Kong Quest 


Pinacchia 


SPeEciA. Fearunse’ 
NG@4: The Lasich =4qgQ 


fruisn USA Update Fe 
Turok: Dingsaur Hunter 2G 


Donkey Kong Country 2 G& 


Prince of Persia2 FO 
Maui Mallard 77a 


.Epic CENTER 

Epic News 35> 

SimCity =S& 

War 3010: The Revolution Ge 
\ Epic Strategies GG p i 


Every Issue 


Player's Pulse 
Qlassified information 
Counselors’ Corner 


fs tag-team Tetris Adack, as both the Super NES and the brand-new 


Game Boy versions chart this month Meanwhile, Mario s quest for the 
4 apa Smithy Gang puts him atop the Super NES Top 20 What are your fave . | 
9} games? Let the world know by sending in your Player's Poll Response 1 


| Card at the back of this issue? 


@ super wes ta? 20 


GARE COMPARY fy ite 
@ SUPER MARIO RPG Nintendo 14 


@ _ CHRONO TRIGGER Square Sol? "3 


© DDNKEY KONG COUNTRY 2: 
O!DDY'S KONG QUEST . Nintendo 2 06n 


4 INE LEGENO OF ZELOA: 
ALINK TOTNEPAST =, Nintendo 3. 46 


MARIO 54 (Ste) 
YOR CN KOMLIT PRILOGY (MEA) 
N, CROISIM OS (81523) 
SOIELE}E DSIS FESS FCS! 


Oy ONE ft: OF NDO"WS OF 


5 SUPER MARIO WORLO 2: i Pele enloite (sol 
YOSNI’S ISLANO Nintendo 6 | 1. WOOMAINGE 
| 6 KENGRIFFEY JR.'S? ' 8. PINT MEN st cha) 
| WINNING RUN Nintendo 544 GIFER MIORIC IG 
| 7 FINAL FANTASY iif Squore Solt 9  2f MISSION TMPOSSIBLE 
8 SUPER METROID "Nintendo B29 (N64) 
9 TETRIS ATTACK ‘Nintendo = 7 2 
10 KILLER INSTINCT i Nintendo =o, 
Ht OONKEY KONG COUNTRY, Nintendo 13 
USDOREET HONS ICOUNTIO Nintendo SUB (iS 23 GAME 
12 SUPER MARID KART. Nintendo 1D 4 © tee ceo oF Zeina; 7 
13 SECRET DFEVERMDRE Square Solt — | 10 LINK'S AWAKENING Moteutol 1 | 4t 
HM FINALFANTASY Square Salt — 10 “TETRIS ATTACK Nintendo NEW 1 
15 MORTAL KOMBAT 3 Williams 19 1D @ TeTRIS Nintendo. 3. 46 
16 BREATN OF FIRE if z_Accloim -i4 4 DKL 2: wpy's nons oust Nintendo NEW 2 
17 SECRET DF MANA {Squore Solt — 9 $ SUPER MARID LANO 2-550" Nintendo 6 46 
18 UNIRACERS __Notendo | — 3 METROIO Ht: seman orsamus Nintendo 457 
19 AERDBIZ SUPERSONIC Kool — 4 7 OONKEY KONG LANO Nimendo. 2.20. | 
| 20 FARTNWORMJIM2 — Ploymotes 16 Hf B WARIO LAND; sure mariotanog Nintendo 5 = . 25 4 
—_— 9 KIRBY'S BLOCK BALL Nintendo NEW 2 : 
"IGP | FIVE 10 DONKEY KONG Nintendo 4. 24 ] 


KIRBY GAMES 


@ viareatzoy wars. 


an areata is nf fa cook ae GAME COMPANY atts 

f Eh fans b 

Sees Ae irae Ane 7 
Chack out our excliiRiVe review beoinning on page GO) 2 = MARID’S TENNIS Nintendo . 
J] KIRBY SUPER STAR (SUPER NES) 3 GDLF Nintendo: 4 5 

Pella Rhee Side SE 

, > KIRBY'S ELOCK BALL (GAME SOY) 4 3-0 TETRIS Nintendo 5 4 a 

3) KiRaY'S PINBALL LAND (GAME BOY), 5 MARIO CLASN Nintendo’ — 4 


ADKIRBY'S DREAM LAND 2 (GAME BOY) 
RIRBY’S DREAM LAND (GAMEBOY) 


you could have some of 
your neat AOL stuff at 
your Nintendo Web site? 


Jeffrey K. Czyz 
via the Internet 


We'd love to run an inter- 
active story or celebrity 
chat at wwwnintendo com, 
but technical difficulties 
(example oid browsers} 
would shut out many an 
internet traveler, and we 
sure don’t want to da that 
As technology improves, se 
will our site Count on it. 


Nothing Dinky Here! 
When | finally got the 
chance to check out your 
Web site, | must say 1 was 
shocked | was expecting a 
dinky Istéle thing that bass- 
cally just had all the articles 
from the magazine typed 
up onto a computer screen 
But what | got was some- 
thing elsel In the section 
about Super Mario RPG 
«which 1s 4 fantastic game!), 
that little twirling star above 
the Marto logo ts just the 
best | don’t know why, but 
! sat for three minutes 
watching that star twirl 
Then, | ventured into this 
fantastic little place called 
Classified Info Trust me, 
this thing tops all No more 
searching through boxes 
and boxes of old issues for 
codes So of course, | sub- 
scribed right away to get ali 
the cades! | can’t be 
happier! The only 
complaint | have 1s 


that in this 
section you 
klad of over- 
did it with 
the frames 
it’s kind of 
squishy and hard to see 
everything, But other than 
that, the Classified Info 
Code Bank 1s biiss, the nur 
vana of Nintendo gamers 


George Wright 
via the Internet 


Graphical Revotution 

I can’t believe how much 
things have changed from 
the NES to the N64 The 
NES, with its mgid graphics 
and ugly sound effects, to 
the N64, with smooth 3D 
graphics and symphonic 
overtures i have been a 
loyal subscriber and reader 
of Nintendo Power from 
Volume 1, with the clay 
Mario figure holding a 
mushroom on the cover 
Now | look at Volume 86, 
and there's N64 coverage 
It's amazing 


how, over 7 years and 2 
months, graphics and music 
have undergone such dra- 
matic makeovers 


Nick Pagano 
Hasbrouck Heights, 
New jersey 


This |ssue Beats All 

| just receivect my latest issue 
of Nintendo Power (Volume 
86) and it was awesome 1 
really loved the Beat the Boss 
article You should make this 
a permanent section In NP 
Also you should offer strate- 
gles to leat basses in old 
games, like Mega Man X. 


Mohammed Quaizar 
via the internet 


Beat the Boss will make a 
comeback, but don’t expect 
i every month 


Love Those Letters 

You shouid expand Player's 
Pulse even more Every month 
that is the first section | tum to 
Please don’t print short letters. 
thai totally agree with your 
magazine Please stop cover- 
age of Virtual Boy due to the 
fact that itis very unpopular 
with me and my friends and 
every living thing on this 
planet Retum the Power 
Charts to two pagest It was 
much cooler before Naw | 
can barely find it Good job 
with Epic Center It has really 
gotten me Interested in RPGs 


Michael Stoops 
via America Online 


© steno ower 


Ease Up on the G4 

| think you've been spend- 
Ing just a little tao much 
time on the N64 Don’t get 
me wrong, I’m thrilled with 
the graphics and everything, 
but it hasn‘t even been 
released Also, in Volume. 
86 you only reviewed three 
games in Now Playing, and 
only one got a seal of 
approval However, | still 
think Player's Pulse and 
Classified Info are great, 
Keep up the good work in 
those departments 


fan Wright fj 
Hemdon, Virginia | 


Nintendo Power readers are looking forward 
eagerly to the official North American debut of 
the Nintendo 64 on September 30, but that 
hasn’t kept them from sending in their opinions 
on everything from Classified Information to the 
Nintendo Web site! 


Arena Besides reminding 
me of games | want but 
don’t own, It’s also a place 
Hor good gamers to brag 

lo offense. 


Josh Lippert 
via the Internet 


Ha HaHa 

I like your magazine and 

all, but you need more fun 
things, well | mean funnier 
things Like making fun of 
games that are just insane to 
even be put on the market 
You have a lot of informa- 
tion and everything, it’s yust 
that there isn’t really any- 
thing that catches me and 
won't let me go I’m sorry to 
insult your magazine, | like 
it and all but | just had to 
tell you that 


Joey Gibson 
via the internet 


Some months, fons 0! 
games come aut, other 
months, only a handful As 
bg for the solo seal of 

‘¥ 

approval, what good 
t would it be if we handed 
P one out to every game 
, that came out? 


Web Site. Bummer 

There 1s only one problem 
regarding your on-line 
resources everything good 
is on America Online? All 
the chats with Mr 
Miyamoto and Ken Griffey 
Jr, the on-line games like 
Blood of the Chozo, and 
all the other stuff that | 
never got to take part in 
are only on America 
Online. Anyway to get to 
the point, 1s there any way 


Ehvelage Bre 


} Arena? Aaargh! 
}. # i already own a NES, 
“hi Ml Game Boy and Super 
SRY NES The only other 
uN system J want 1s Virtual 
4) Boy I don’t want an 
© N64. | like better 
Braphics, but | don’t want to 
buy a system for them | 
think that Epic Center 
should be greatly expanded, 
‘ = A } 
hut ¢ would get rid of “Dirverae! uf 
UestaGolins—tragonbity of 
Page 1 fopto bolton, 
Pixtt Damer—Shude Cty OF 
Targan Seomnsie-Ainahaimn ER 
PowlnLetzell 5 
ani adress tno 


inkless— Walnut freeig ee 
PrercelBesmeraus-1 orette 06 


A ee oS 


LETTERS, conrmue. 


Power Pucks 

| was wondering if you 
could run an article about 
NHL ‘96 itus the best 
sports game | have ever 
played! Try to include some 
codes, such as far secret 
sporis teams 


Ryan Leemhuis 
Rochester Hills, Michigan 


Feast your eyes on 
Classified Information in 
Volume 87 for sore super 
secret teams, Ryan Those 
crafty cadejockeys at 
Electronic Aris snuck a few 
surprises into their smash hit 
puckfest! 


Contest Question 

Can nonsubscrbers still par- 
ticipate in the Player's Pal 
Contest every manth? 


Aaron R. Droller 
via American Online 
You bet! 


Groown’ at €3 

(had the great opportunity to 
attend the recent E3 show in 
Los Angeles and played the 
Nintendo 64 system as well as 
the other notable systems cur- 
rently on the market, such as 
the PlayStation and the Satum 
| was very impressed with the 
N64. |here were long lines at 
each of the 64 stations 
where guests anxtously 
awaited their tums to play 
Super Marto 64, Pilotwings 64 
and other titles No doubt 
about it, interest was very high 
at the Nintendo £3 booth. 
Whiat a blast fo have been part 
of the whole experience. | also 


ride in Adventureland 


Volume 81 Grand Prize Winner Dan Trempo of 
Desplaines, ISlinais, went where no gamer had 
ever gone before when he wan a rare peek 
behind the scenes at Disney Interactivel It turned | 
out, though, that Dan was most impressed by a 

64-bit plumber just off the plane from Japan He 

spent two hours playing Super Marlo 64 before 

heading aut to Disneyland, where he and cousin 

Chris Daliva caught the hot new Indian 


Nes 


Dankey Kong Land sn Super Pun 


had a chance to meet and talk 
briefly with your online Game 
Counselars, who seemed to 

be great folks and very person- 
able Although | was a guest of 
Philips Media, [elt lke a kid 
Ina candy store and now 
understand why Nintendo 


IGHT AWAY! 


Power |s always very excited 
about the £3 shows It was the 
opportunity of a hfetime to 
atiend 


Flaine Palmer 
Los Angeles, California 


‘On September 29th, the most anticipat 
ed systent in video-game history goes 
‘on Sale in stores all over the United 
States and Gahada- Mark your calendar 


and hustle on down to your local 
Nintendo dealer, if te N64’s appearance 
th North America is anything ike its 


Japangse debut, you can expect one af 
the wildest days in retailing history In 
Japan; eager gamérs lined up the night 
before the N64 went on sale Two ship 
amenis, totaling a half million systems, 
sold out ina week Many of those sys- 
tems went to game players who placed 
thetr orders and plunked down 25,000 
yen (about $250} long before the N64 hit 
I’s not surprising that 


the shelves 


WE scat 


This great ooking box contains + world of fun Nintendo glans to sip at least 1million 
toUS and Canadian stores by March 30th, 1997 


© sirew9 power 


Nintendas philosophy ts simple deliver the 
best oe period That's why Nintendo 
and the Dream Team of third-party develap- 
‘touches on 
anall-star ineup af games slated to ship 
soon after the uvtral N64 launch. 


ers are busy putting the fini 


Blast Corps Nintendo. 
Crus oUSA Nintendo 
Killer Instinct Gold Nintendo 
Mortal Kombat Thlogy Willams 
NBA Hang Time Williams 
Star Wars Shadows of 

the Empire Nintendo 
‘etrisphere Nintendo 
‘Turok Dinosaur Hunter Acclaim 
Wave Race 54 Nintendo 
Wayne Gretzky's 3D 

Hockey Willams 


Nintendo officials are advising retailers 
to prepare for an onslaught of game play- 
ers eager to get their hands on the future 
of fun 

Can't wait ‘tt September 29th to take 
the N64 for a spin? US residenis might 
want to head aver to their focal Toys ’R’ 
Us Beginning the first week of 
September, every stateside Toys ‘R’ Us 
will have a special N64 section featuring. 
at least three systems that you can test 
nut. No Toys ‘R’ Us nearby? Don’t 
despair Throughout September, other 
Nintendo retailers will be setting up dis 
plays as fast as they can get them Every 
Yarget and most Wal-Mart stores are slat- 


Nc NIN | ENDO‘ pavilions i theme parks in Toronto; 


Montreal and Vancouver | By_ mitl- 
September, every Toys ‘RS Us in the 


© CPU: country will have.a display with at least 
a atte ; ; one playable N64. Other outlets will jain 

at a eal MIPS HSNO aties) the N64 brigade, so that by launch date, 
[este more than 600 different stores across the 

t will have playable displays 

MEMORY: a. . 
36-meyabit DRAM. Maximum transfer spaed: pene fag oe = nots ce fy 

4,500 bits per second Mig biag bee nag Septenbey Um ary 


Rogers Video (Videotron: in--Quebee), © 


; beut 250 -outlets in all, will rent an. N64 
CO-PROCESSOR: oe 5 : 
: Integrated SP (sound and graphics processor) and DP per caper came for ree 


= : we nights forg 1499 Rogers ts’also running 
(pixel drawing processor).64-bit, 62.5 MHz algeirest ta wtucttyaeilhaYea. chance 


; to win an N64! 
Oa er cd) aan Sf Ifwe hear about additionat places you 
ea ee AS can play the N64, we'll post them on 
Flicker—free interlace mode support AT icnela dPowelGoucenslon vache” 
aS @nline (Keyword. Nintendo) and the” 
© conor: 
b id 
Red, grean, blua, alpha {color and transparency) Ruger peanciseRAGKORS oie ao gar 
32-bit RGBA on-screen color support ate 
21-bit color video output 
is The North American version of the N64 
2 tea will come with the Control Deck AC 


adapter and one controfler In order to 
keep the price down, Nintendo decided 
to leave out the A/V cable that connects 
the console to a TV set This shouldn't 
present a problem for Super NES owners, 
who are expected to be in the majority of 
N64 buyers They can simply use their 
AW cables to hook up their No4s In 
case you don’t have a Super NES, 
Nintendo dealers will stock A/V cables 


Anti-aliasing 

Realistic texture mapping: 
trilinear MIP-map interpolation 
* perspective correction 
reflection mapping 


ane ra 1 
\ Gears aE Pc 


Separate controllers will also be avaul- 
able at the launch, even though the first 
multiplayer games won't ship wntil later 
You'll have your choice of six Play It 
Loud colors, including red, yellow, blue, 
green, charcoal and light gray The man. 
ufacturer’s suggested retail price for 
these polychromatic beauties 1s $29 95 
apiece The N64 Controller Paki should 
appear on store shclves later in the fall 
Slotting into the bottom of the N64 
Controller, this add-on device will store 
personal game-play info, such as your 
name and save point Take it along to a 


A crack team of artists and engi 
neers et Nintendo Compeny Ltd. 
collaborated on the sleek ent chee 
N64 cave The controller's grourn- 
breaking design allows charactera 
to move freely in @ 3-0 envitonment. 
The onelog Control Stick gives you 
precision game contral No ather 
system has anything like itl 


NINTENDO POWER 


friend's house and you'll be able to 
pick up a game where you Jeft off! 


The hardware wizatds at Nintendo: 
and Silicon Graphics really pushed the 
envelope with the N64 The result-a 
fast, powerful system that offers. game: 
developers plenty of mom to grow 
You get the world’s greatest ganung 
experience now avid you're assured of 
getting amazing new games far 
into the future What 2 deal! 

Here’s-a quick guide to some of the 
technical feats behind this graund- 
breaking system Note that most, of 
these capabilities are “hard-wired” 
into the N64, which means they're 
built nght into the hardware You can 
achieve some of these same effects in 
other video-game systems, bist often 
they've been slapped ons with, soffe 
ware that can slow down the system 
Expect” future «generations sof N64 
games to-far°Gutperform games. tor 
ather systems! j 


il 
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Antraliasing 


Aiphablending 


Level-of-detall (LOD) 
management 


Microcode 


Reality Co-processor 
‘Texture mapping 


Trlinear MIP+ erpolation 


Unified Memory Architecture 


Wavetable synthesis 


2 Buffer 


LAS! Of °F 
10 THE Furie 


Smooths out jagged edges 


Makes great transparency effects For example, 
objects seen through water look different than 
objects seen through air 


Central processing unit 64-bits means fast and 
powerful 


Powerful Reality CoProcessor generates huge richly 
detatled worlds, with many objec tsup close and far away 


Custom CPU control instructions op iimized for audio, 
lighting, graphic details and other ultra-realistic 
effects 


The heart and soul of theN64 A G4-btcustom 
chip from Silicon Graphics that performs all 
graphics and auch processing 


Puts a bitmap picture, or texture, ontoe surface 
Inother words a brick wall looks like a brick wall, 
hot like @ blank one 


Subtly blends colors and pattems of texture maps 
tomake objects more realistic, even as they move 


__ closer to you 


The N64 haslots of fast memory You II be ahle to 
add to it, teo 


Dynamic hi ih fidelity sounds Found ‘pricey 
multi imediaPCS 


Keeps stuff in the right place even if you're moving 
quickly Objects mantamn their true spatial 
relationships 


Silicon Graphics helped 
develop the heart and soul 
of the N64, SGI also provided, 
‘the workstations used to 
design the oh-so-cool case 
Pop ina Game Pak, though 
and you'll instantly forget all 
‘the technical specs You've 
never experienced any thing 
ike the thnll of playing with 
the world’s grestest fun 
machine! 
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ve Princess Teadsteo! has 
invited Mario to her castle 
for a bite te eat, but what 
follows és no piece of cake! 
Follow Mario as he leaps 
inte TS vast worlds, plus 
many more eéret areas, He’! amen » A 


find lava lakes, murky mazes Toss away all your preconceptions about fun The 

first truly interactive 3D video game 1s here? For the first time ever, 

and sunken ships. He'll ride a you can change your view of the action This unprecedented freedom 1s 
veal part of the game-play expertence Throughout Super Marto 64, you'll 

condor, squashaiant bugs self pausing to check out the best way to proceed To get the lay of the land, y 

and dodge a vicious piane. ‘the yellow C Buttons to change the position of the camera held by the 

You can also press the R Button to zoom in from the Lakitus’ to Mario’s 


» Welcome te the wild worlds 
of Super Marie 64! 
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SLIDE ATTAOK EE dee mck eee 


Grab Bob-ombs and point control that = 
fetch animal friends ‘ly appy 
by pressing the B you'll be happy just = 
Button while dash- to experiment with = 
mg at then Gan Mario’s super moves before ven- t~J 
and a 

styl i desing turing through a painting Try = 
the A Button te leap pushing the A, B and Z buttons in 

before pressing the different combinations as you zip 
BButton 


about the castle grounds and inte 
tor You'll also notice that you 
can make Mano creep, walk or 


Squish enemies ra une ee ane Stroke and kick with 
and break boxes Control Stick at different angles the fishin the watery 
by jumping and The castle moat offers a safe envi worlds of Super 
thon prossng the RR 
airborne. lessons Here are just a tew of Mario comes up for 
air before his Power 


Mario's many moves You'll find 
many more as you play the game! 


AX} 49S) 
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BAGK SOMERSAULT 


Sh eee) Doe Backward 
Somersault to gam 
more height than 
you can with a.con- 
ventional jump. 
Press the Z Button 
before springing 
backwards witha 
tap of the A Buttan 
It’s one of the handi- 
est moves Mario 
canmeke 


Meter exprires 


For maximum alt 

§ tude, jump, then 

Jump agar just as 

you touch a wall 

=" Timing ts eritical in 
this difficult move 
The Wall Kick is the 
only way you II 
reach high places 
and things 


, 


Papell ety tose Sst 8 oA q "; 
“Adios" to enemies q * F sy 
etubrcon fled GIANT THROW ' 
P boxes at them You ts fk 
canalso throw some Hats? Heel fie Vas, 
ener, uct ling the brute by the tai ; e 


Bob ombs, and other 
objects 


whipping him around and areund 
before hurhi into tarysts, 
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Amiving at the 


Princess’s castle, — 


Mario finds the place 
mysteriously empty Bowser 
has swiped the castle’s Power 
Stars and hidden them in 15 
emineus worlds he’s created 
behind the castle’s paintings 
and sn other areas Bowser has 
assigned belligerent baddies to 
guard some of the Stars, others, 
he has hidden in hard-to-reac 


locations ‘To recover the Stars 
i 
Mario must solve puzzles, nav- 9 


igate obsticle courses, and best 


Bowser’s bad guys 


RE ep 


MAULF 80B-OMB BATTLE FIELD 


Mario's first 

trip through a 

painting lands 

him nan explo- 

sive sitwation It 

seems that Bowser has 
installed @ bunch of tis 
hot-headed pals in a cool 
green countryside They 
object to unannounced 
wisitors, even mellow 
Mario! 


Mario senses 
that some- 
things wrong 4 
as soon as he 

enters . 

Everyones ‘ ——, 
mussing Why? _ 


- A 
ULF COOL, COOL MOUNTAIN 
‘ a, een 


li 


Hit the slopes by leaping through a snaws- 
cape, but dont expect easy sledding as you 
‘iry to avoid sliding nto an icy oblivion! 


SUPER MARIO 64 =) 


WHOMP’S FORTRESS 


Mano would love to see the Princess s 

portreit up close end personal but 

Bowser has alittle: pitfall waiting 
for hiro! 


Agreat stone face and 
his craggy crew tule a 
rockbound langdom 
Tiptae through the ger- 
den if you don t want to 
become lunch for a 
Piranha Plant Take your 
time and you'll find plen 
ty of riches scattered 
about the landscapel 
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BAAR THE PRINCESS’S SECRET SLIDE 
i 


The corner of the mezza- 
nine leads to the Pancess’s 
secret art gellary and even 
more-sacret slide Return 
again and again for fun anc 
profit You can also win two 
Stershere—if you're fast 
enough. 


Aquest for 
sunken treasure {) 
leads Mertointo | 
the deep, dark 
waters of Jolly 
Roger Bay If the giant eet 
doesn t scare him off, the 
titanic scallops would love 
to have him for lunch! 
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r/ Se 
i ™~ It's a inal by fire 
I power as Mario 
\ dodges bellicose 
Bobombs and 
scuttles up the 
steep slopes of the first 
world he enters. Fortunately, all the 
troublemakers in this stage are 
slow of foot In each major world 
of Supel Mario 64, you can win six 
Stars, plus another Star for collect 
ing 100 coins You don’t have to 
ct ars in any particular 
‘ll probably want 
other worlds before 


Dethrons . 
this dynamite 
despot by grab 
bing him from behind 
and tossing him three 
j times Watch out for his 
explosive rage, though If he 
manages to thraw yau off the 
mountain, you'll have ta start all 
over again 


THREE-—QUARTER’ 
wa RACE TO THE TOP OF THE MOUNTA VIEW 


Re-enter the painting snd 
Koapa the Quick will chal 
lenge you to race to the Big 
Bob-omb’s old throne 
Despite his nickname, this 
Koopa is areal plodder Once 
you reach the mountain, 


A i 1-UP MUSHROOM 
(jj BRUE coin 


@ RED COIN 


tush up the dirt track to the {wine cap 
top ‘About halfway up, 

enter the cave the big balls x, TAR 
pour from and warp to the 

top 


: | pteaer 


a 


(QD anrenoo power 
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TOP VIEW 


FLY TO THE 
FLOATING ISLAND 
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= 
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dump into ahole halfwey up the 
Mountain to activate a hidden 
cannon. Aim just above thetree 
‘on the island Onee there, jump to 
the Yellow Block that holds a 


Star 
COLLECT EIGHT RED COIN 


In every painting in Super 
Mano 64, you can wina 
Star by grabbing all eight 
Red Coins during one trip 
Because all coins reset 
when youre enter a world 
you || have to return to the 
floeting island to grab the 
Red Coin hovering over the 


ih 


Once you've activated the 
Red Blocks, return to the 
floating island in this world 
Grab the Wing Cap, jump into 
‘the nearby cannon and shoot 
through the five nngsin the 
sky You'll have to climb 
slightly ta make it through 
the last rmg 


Avordunnecessary damage on the mountain 
by warping from the back of the cave from 
which the big balls are pouring to another 


cave farther up the mountain Another warp 
links the flower beds near two of the can, NSIDE CHAIN OMP’S HOUSE 
nons. Throughout Super Mano 64, warps 
only work if Maria enters siowly 
=e] Chained to 2 post 


Chain Chomp takes 
‘out his rage by snap- 
ping at anyone pass- 
ing close by Free the 
toothsome one by 
pounding the post 
into the ground He it 
thank you by smash- 
sng the cage Impris 
oning the Star 
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The Whomp King has 
planted his garden with 
Piranha Plants i's a notso- 
polite way of saying “Keep 
out!” Earth-shaking Thwomps 
patrol ihe main staircase, while 
Whomip lieutenanis try to pul- 
_-vertze anyone who gets near THREE- 

_ the top To compound matters, 

this entire world floats high tn fq QUARTER 
the sky One false step and VIEW 
Marto’s in for a very big fall! 


ae CKO FS 

Un sleeping becaasies, an 
PP wal’ slespys T don"t 
Eat ike thing disknebedt!') Ui 
Pease anlk aietty. tit] 


The wrathful Whomp King 
Is just rtching to flatten 
Intruders Unfortunately for His 
Majesty a pair of stumpy legs 
seriously cuts down on his 
mobilty When the Whomp 
King goes face-down, Mario 
should pound on his royal back, 
Three such assaults should 
complete the coup Marios 
biggest nsk Is falling off the 
small plateau while trying to 
avoid the big blockhead. 
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& BLUE COIN 
‘ RED CON, 


Shwe cap 
2 a5: 


TAR 
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A tower will sprout in 

lace of the dethroned 

homp King Bash the 

tower's base te find a hid- 
dent up, then carefully 
climb the stone steps to 
the top Some of the steps 
slide nand out, so choose 
agood angle before making 
your jump. 


Chat with the Bob-omb 
Buddy near the shallow pool 
to activate the cannon 
Aim carefully just 
above the double 
platforms protrud- 
ing from the left 
sida of the 
fortress You 
should be bned up 
with the pole sticking up. 
from the platforms 


It he misses the pole, Mano will slam 
toa halt aganst the back column 
The pole leads down to the Star 
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* One hard'to-find coin floats just over a Thwomp Jump on top of the 
emery bike ti jurang blue bruiser cue an canoe bela preg 2 snatch the com 
ba en tect all the Red Con ll find the Starin the ga 
and kieking this board Cross to paearcolec rer vouliinal te, tar nine oarcen 
‘tte ssland with regular coins, then 
jump~cafefully~tothe 

oh the “djacentisland 


: Ware 
Lene 


25 


This corner near the Thwomps conceals a 
werp zone that teleports Marioup the 
fortress He II find himself standing not far 
from the Whomp lieutenants. This warp zone 
offers.a quick way to bypass a couple of ray- 
enous Pyranha Plants. 


Tracking shadows is a kay skillin Super 
Maro 64 After smashing the Whomp King, 
you'll finda friendly owl in the tres Jump 
and grab Hoots tall with the A Button 
Don't let go until you see your shadow 
beside the caged Star that’s xgh in the sky 


Jump in the cannon and 
aim for the corner af ¥ - 
‘this wall looming over 
‘the shallow pool Then, 
blast away! To reach the 
Star you ve just uncov- 
brad, climb tothe top of 
the wall and slide down 
You can also climb back 
into the cannon and 
shoot for the Star 
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For afast shortcut, I 3 over the 
first quardrail on the left and land on 
the track far below Don’t despair tf 
unussa few times Once you ve 
jed, get up and get moving as Survive the slide and you'll finda Star inside this 
ickly as possible? Yellow Block. Sometimes a 1-up Mushroom will pop 
5 from behind the platform 


Det fy babytt Have sol 
Seen ib 972 She's 2 aM 

Ince you've won three Stars, you cn 
the moet Wrectoric baby % ; enter a chillin’ world shes Ine eeeeteene 


mother’s lost chick and race 
another penguin down an icy 


sion to a mysterious 
ssure_ All of the paintings 


open worlds of wonder that are just 
sog explorers! 
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Noska’ Balt or skim sha sraekeps Ain your 
Oyresopter as you pass a serias of shalleng-= 
iy tast5 and earn your license to tiarill. ¢ 


Phiten r- 
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~» SLIGHT PLAN 


Earning your Beginner Class certification might be a piece of cake, but there are three 
tough levels and twenty-four more tests to pass before you can become a full-fledged pilot 
To ensure your success, we’ve written a flight plan for every test! 


Licenses Islands 

You'll have to pass tests Pilotwings 64 teatures four 
m each of four different detailed island environments 
regions in order to earn | te explore Dive across an 
your wings. The number alpine village on Ever Frost 
of points you score in Island or chase the surf 
each test determines whether you'll earn a gold, around Crescent Island With so much te explore, you 
silver or bronze medal might have to skip a test or two to yust have fun tlying 


License Class 


¥en Path 


Recommended Flying 
Altitude and /or 
Flight Objectives 


sFligtt, Goats 


sis 


_ C PILOTWINGS 64 
7 ry 7 vm... 


Six would-be ptiots are ready to take the skies io try to earn their wings Each 
has strengths and weaknesses that give hin or her a natural edge at flying 
certain types of aircraft. Study ther attributes before making your selections 
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is loves to humiliate Goose, 
especially in the skydiving 
tests, where her feet 
rarely stray from landing 
‘on the target Ibis also excels inRocket 
Belt challenges, especially after the wind 
Starts to stir things up 


a SU lS 
His handle ts Lark, burt 
avaryonc in class knows 
this quy is Nester Lark's 

flying skills combine Hawk's 

strength with Goose's light 
frame, making him an ideal pilot 
for any Hang Glider test 


——={~ =< awey fe “awe B~< 


Kiwican match Larks every twist ‘Hawk has the muscular power 
and tum, but hersmall size makes ‘toholda course ina heavy wind, 
tha going toughin rough weather but he pays the price meltrtude 
The bouncy Jumble Hopper tests: withhis Ege payload He fre~ 
are a breeze whan Kiwits bound quently hits the mark on all of 
ing aroundunder calm skies the cannonbell tests, evenin the 
worst weather 


Ee ae EE ar! 


Robinis one of the best choices 
for the Racket Belt and 

», Jumble Hopper tests Sho 

can cesily match Hawk's 

precision in every cannon- 

bail shat, butshe has a 

Tough time controlling her Hang Glider 


=XxTRA GAMES 


If you score a silver medal in all three areas of a class, you can play an Extra 
Game &xtra Games consist of Cannonbail, Sky Diving, and Jumble Hopper 
challenges If you're good enough, you can play as a Bird Man 


ae GD @_D = EB 
Goose thinks that he's the best 
skydiver ever to pull a ripcord, and 
he'll prove tt to anyone willing to. 
jump with hun He can whip around 
into various free~fall formations 
with amazing speed 


—anvnior all 


Scora a gold medal in You're mere cannon fodder in 
every round ef any of > this target-shooting game 
the three Extra Take three shots et aach of 
Games and you'll be z the four targets ine cennon- 
able toflyaroundasa ~ j " ball stage. Each hull's-aye is 
Bird Man. Using your worth 25 pomts Shoot for 
wings, you can fly three gold medals 50 yau can _ 
round each of th . earn your Bird Man wings. : . lala 
islands and sxptore all you want. There's - g 


no fuel e to worry abut, so the skys: , - 
the fait Hibs lett r Fancy formation flying is th 


name of the game in Sky 
Diving. After you clear the 

+cfouls, look for your target 
and fand inthe.middle of the 
bull's-eys. 


ounce around with a 
» spring in your step on 
the Jumble Hopper. 
© These Bouncy hosts 


| are tough to master: 


> snd they require some 
timing and practice to 
getused to. 


Ww, JANG GLIDER 


The Hang Ghider tests are very challenging The trick to staying aloft is to fly 
through rising columns of air caited thermats Thermals vary in size and 
strength They appear as orange dots on your radar display 


Your Class A certification for hang gliding takes place on a clear day 


ee | iz 4 — £7 A over the ice floes of Ever-Frost island This 1s a two part test, consist- 
Sat) Lee 5 oe) SS) ing of photography and chiff diving 


Tat scat 


Photo Op 


Catch the first thermal (Thermal A on the 
map) and take a picture of the flame at 
the tap of the smokestack You won’t hit 
the smokestack if you keep your Hang 


Glider at least 75 meters above sea level Take a picture 


of this fiarning 
smokestack. 


© Land tere 
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Extreme Dive f HANG GLIDER CLASS A 
It takes mine parts courage and one part 

skill to pull off a perfect score in the 
Chicken Dive test Fly through as many 
rings as possible then swerve and catch 
the thermal before landing 


W After clearing 
the canyon, hit 
this thermal and 
gain 60 meters 
Of altitude. 


The Hang Glider tests over Little States Istind are sume of the 
toughest and most scenic im the entire game While soarng 
around, snap a few shots for your personal photo album 


Ake skies. How high 
‘can you ge before the 
ethanmals vanish? 


@® awrenoo rower 
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PILOTWINGS 64, 


r—) the far-flung thermals around Crescent Island make the going 
=) tough for all but the best Hang Glider pilots Watch your altitude 


as you soar toward your Class B certification 


Summit Stairway? 

Four terraced thermals rise almost to the lg 
summit of Crescent Island’s highest A 
point Sail through the nsing winds until 
you teach an altitude of 400 meters, 
then touch down at the glider site adja- 
cent to the 
south face of 
the mountain 
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A 
Whale Watching | 
Take a photograph of the whale cavort- | 
Ing in the gulf, then swing by the hotel 
and snap a shot of the new fountain 
before landing on the target near the 
beach The game includes sample pho- 
tos for inspiration 

—— | @ Whate feciing 

orournis. 


@ Land here 


Three-Minute Ghde 


Leap off the top of the mountain and glide due north across 
the spine of the ndgc to Crescent Istand’s secluded north 
beach You have to touch down on the landing pad as close 
to the three-minute mark as possible While gliding around, 
you might discover a cave behind the waterfall. You'll 
explore the tunnel later with your Racket Belt 


© thermal 

© Thermal 

@ tirning Pot 
@ taming Ps 
@ Land bere 
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Sorc in and hang on, the Rocket Belt 1s gomg to blow you away The jets on the Rocket 


Belt have two speeds and an automatic hover control While the hover control is great 
for braking or moving around in close quarters, it rapidly drains your fuel supply 


c =; = PEN 


oe 


Metropolis Dance 

Nine rotating rings are stopping traffic in LA End 
the gridlock by clearing all of the rings in under a 
minute and a half 


mZ2O0 ADDd>U 


Stepping Stones 


Blast off trom the mountamtop observatory and 
touch down on each of the six target platforms 


before landing im the shadow of Seattle’s Space ~ 


Needle Try using the overhead perspective to 
line your pilot up 
with each target on 
your way down the 
mountain 


reas 


The two tests for your Class A Rocket Belt certification take place on 
the West Coast of Little States Island Both tests are timed, so you need < 6 
to hurry if you want a perfect score 4 


Cy 
Hj 


ume to relax between your final exams 


p \Fyou've bean won- ie rs a tithe windy for 
dering ahout that a pe of Rocket 
4 Eall, out yeu nes 


) your chance to 
§ explore to your 
heart's content, 


) murenpo power 
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After all the cold weather on Ever Frost Island, the sunny skies above 
Crescent Island are a welcome sight It's too bad you won’t have any 


Balloon Buster 


Two blue balloons are bouncing 
around the nearby oll refinery All you 
have to do is pop them and return to 
tand within two and a half minutes 
Unfortunately, someone hid five sma}!- 
er balloons 
inside — both 
blue balloons 
Hurry! 
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Icy Rings 

Fly thorough 15 rings before returning to the village 
for hot cocoa When a ning turns zed, fly through it 
next to rack up bonus points 


ALE ould this be tie next Olympic event? Use 
ee * Your head and your Rocket Belt to bounce 


Go ballistic with the Rocket Belt in the skies above Ever-Frost 
tsland Atleast you'll get your B License certification before the 


Next winter storm settles in 


[i 


an oversized medicine ball across the icy waves to the goa! on the north- 
ern island The less time you take, the more points you'll earn 
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(3) Pick up your bail 
here. 


© Move the batt to 
the gaal here. 
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& Ty 
Dean 
~~“ Next to being blasted out of a cannon, the Gyrocopter is the fastest means of trans. 


portation around Pilotwings 64 Most tests involve flying through mngs or 
blasting targets, but sometimes there are special missions 


Class A certification takes place above the 
CLA Bae, noes ot ete GR is oo 

Gyrocopter testing consists of flyng through rings 

and shooting at stationary targets 


Full Circle Isle 


Your first test 1s a high-speed race around Crescent 
Island You have two minutes and 45 seconds to clear 
15 mings Max out the throttle so you'l! be ready for the 
tortuous climb across the northern ridge 


m2Zo 40DbU 


Target Practice 


Take dead aim and demolish all three white and 
blue targets, then return to the airfield before two 
minutes elapse Since crosswinds are nonexistent 
tn this test, try taking out the targets from a dis 
tance so you can 
spend more time per~ 
fecting your landing 

approach 


i ee hess Reap yaor spec! low ‘Trouble [soms on the 


Sa 5 you fly through or olue herizan: Mec: 
poet Stata blast away twenty Hawk is swimming 
Veter | ir bays, Land before toward the narth 
eR the clock ticks off * shore: Keep your sp 
fash Gam tae aa - two and ahalf nin | low. + "] ks aks 

rs utes. ¢ rusty bucket of ts 
belt sioates. with five shots 


MNTENOO POWER 


PILOTWINGS 64 


4 | } ‘ ee Gyro 1 1 1 

- yracopter Class B certification takes place above Little States tsland. Your tests 
a ee — 

a) ae a9) es) a) will take place above the most scenic terrain in the game, although you have lit 

de timeto sightsee 


River Run 


Blast out of the Northeast and take a wild 
ride down to the Musissippi River Delta 
You have two and a half minutes to fly 
_— through all of the rings and land in 
ie Florida This 
might sound 
easy, but most 
of the rings 
skim the waves 
beneath — the 
bridges 
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Stay on Target 
Scattered throughout the Grand Canyon are ten tar~ 
gets Destroy them with your missiles, then fly north 
along the Wesl Coast and land in San Francisco. 


sea ilealn = Re 


Meca Hawk 1s Running Amok! 


Meca Hawk, a Gigantor-size robot, 1s running amok in 
the heartland of Little States Island Five missite hits will fry 
Meca Hawks circuitry, but keep in mind that this rowdy 
robot has his own arsenal and 1s extremely dangerous 


YROCOPTE 


a 


=" 


Seneral vicinity of 
Mera Hawk's: 

rooming reign of 
terror. 


Rally drivers will be putting the pedal to the floor on route 64 

when Cruisin USA from Nintendo debuis for the Nintendo 6+ 
ng AS promised over a year ago, the classic armade racer steps over to 
* the home circuit in a high-revving, tire-squealing, engine- 
if 2 B smokin! Joyride across the USA Virtually all of the features 
found in the arcade can be spotted in the N64 version of 
Cruis'n, including the hidden vehicles and suT- 
prises The develapment team at Williams 
Entertainment omitted a few graphics in order 
to keep under the 64-megabit limit, but what 

you won't miss. 


© Gag 
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CRUIS‘N USA 


No-LIrmMi TS 


ie ‘5 ane rule in Crats n USA abey no Taek phat me 
The big race takes you across the country, from California, 
through the desert southwest, up inte the midwest farm states 
and out to the east coast You! ibe race against other 
rally drivers, vying 
for first place and 
the right to move 
‘on Lo the next leg 
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Before you chaose, you'll want te kick some tires, 
slam some doors and poke your head under the 
hoad of each of the four hot machines in Cruts'n 
“62 MUSCLE CAR USA Each one has been ranked in five categones 
Speed: 145MPH/e23 KPH for speed, handling, aerodynamics, acceleration 
0.896 and power What's your pleasure? Take ‘em all out 
Seon: 2.99 Sec for a test spin to see which one ts your dream machine 
(Power: 462 HP 454 CID ve Hidden cars include the school bus, jeep and police car 


DEVASTATDR VI 
Gpeca: 147 MOH/236 KOH 
Idpad: 0.85 5 
jamics: 0.25 
MBH: 3.15 SEC 
2; 395 HP TWIN TURSO Ve 


TALIA 


Top Speed: 144 MPH/231 KPH 
LA BDMBA Skidpad: 1.07 & 
: 142 MPH/228KPH Aerodynamics: 0.28 
0.56 & 0-650 MPH: 2.88 5EC 
0.45 Power: 472 HP Vi2 OOHC 48V 


2 2.51 SEC 
S80 HP SUPERCHARGED Vie 


Drivin’ You 


The power of the N64 doesn't stop with road speed and intense graphics, you can also race against @ 
friend in the two-player made, too With a second N64 controller plugged into the Control Deck, 
you'll be able to dodge your pal, slam into him or leave her to eat your dust The split screen gives each 
driver a clear view of the road ahead, not to mention on-coming traffic. 


eae Nate Tere ie 
DEMIR Ley Pe | = 
You can sit behind the wheel or ride behind your car In the driver's seat, you'll fee! as 
if you're inside the car, looking out through the windshield. If you set the camera 


behind the car, you have a choice between a rear bumper position and a more distant, 
trailing position During a race, you can switch between camera positions 


The dnver s seat view1s the most realistic and 
most chellengmng The middle position gives yau 
some of the benefits of both other views The 
distant views is higherin the air andit gives you 
oe pictura of what's coming up the road 
ahaa 


Om THE FR 
jn) ede ey 
Each leg of the race runs through distinct territory In Cruis'n Mode, 


you'll race through several stages in each reglon You canalsorace —E i) i 
on ten of the road courses for practice or to set time records zammamaas (Bniasmala 


The rally begins In Califomia, north of 
San Francisco The first legs take you into 
- the city, then through the Redwoods anc 

down to Hollywood and LA From there, you 
head across the desert toward the Midwest Most 
drivers will have the most trouble in the forest because 
of its cruel number of sharp turns 


CRUIS’N USA @ 


ARIZONA TO 
SOUTH DAKOTA 


Landmarks such as Mt Rushmore rush by as you floor st an 
the relatively straight and wide highways on the long stretch 
between the desert southwest and the Great Plains You'll 
have plenty of passing room on the shoulders except where 
the Grand Canyon keeps you wedged onto the roadway 


CHICAGO AND ioWA 


The Windy City may have a nice, wide freeway, but once 
you get inte the tunnel and beneath the tracks of the El, you'll 
fine that this course 1s as tough as any across the country. | 
Once you get into lowa, the country reads become narrow 
and winding One thing you won't have to worry about is 
cows wandering onto the roadway This version eliminated 
the Hamburger Highway 


APPALACHIA TO D.C. 


The final legs of the rally take you through the green hills of Appafachta and on 
through Maryland to Washington, DC The hill country has dips, twists and narrow 
roads that can make 
passing a nightmare. 
The nation’s capital 
beasts inspiring sights 
and heavy traffic This 
1s the end of the road, 
but @ surprise awaits 
ttiumphant drivers. 


#9 OGNILNIN 


Cruis'n USA doesn’t limit yau to the four cars listed on the previous page If you 
know the drill, you'll be able lo slide behind the wheel of three other beauties’ a 
jeep, a police car and a school bus They may ot seem like world class spant champr 
‘ons, but each of (hese cars has built i advantages, like the yeep's light gp At the time 
of this preview, the development team at Williams was just 
finishing up, but they may have had tme te include even 
g] more secrets We'll cover thal in an upcoming, complcte & 
review Unt thea, keep your engines running 


The ultimate 

fall-when Acclaim’s first 
Nintendo.64:title, Turek:- 
Dinosaur E Hunter, is released in 


North America. Nintendo Power’ 
stepped into,a World of stalking. 
velociraptors and be tle : 


aliens) then we talked to fi 
man hehind the curtain. 


Turok Dinosaur Hunter for the N64 

steps out of the pages of the Valiant 

comic: beoks eagee? hero big- 

” ger than life, tougher than a squad of 
nail-chewing marines,.flasher._ihe 

clear explosion. Acclaim’s devefop- 

nt team at Iguana Entertainment has- 
eld back, ancl more ts on the way 


ihe game When Tur 

ar, expect intens 
that almost breathes with realisry 
cal 3-D game world to explore, The 

al of shooting devices eantd supply 

an.arniofed division You get'to fry and 
frag baddies with cverything from chain- 
Buns to plasrna blastets, The action are- 
nas cover iru u 
mile and 
ofs and exterors 


OES 


i Al a « 


action consists of blowing away 


dinosaurs and aliens, the game alsa asks | 


you to hunt down keys and thoroughly 
explore each stage In Turok DH, you 
feel as if you're in control, at least as 
much as a person who is hiding from 
raptors can feel in control At some 
point, you'll have to find all of the gate 
keys But, in the mean time, you'll be 
able to move around and explore new 
areas, even when you're not really ready 
for them, which should make for some 

interesting challenges 
Turok’s mission in this shool-fest 
involves tracking down the pieces of the 
Chronoscepter, a device that can bridge 
the gap between the Lost World and the 
other dimensions of the universe If the 
Campaigner finds the scattered pieces of 
the scepter first, he will be able to domr 
nate all of time and space This would be 
a very bad thing Unfortunately, the 
Campaigner knows that Turok 1s out to 
stop him and he has sent his toughest 
troops out to thwart the cross-dimension- 
al hero. Dunng much ef the game, Turok 
1s the prey, just trying to stay alive while 
searching for the pieces of the 
Chronoscepter Sound intense? Turok DI 
definitely has all the moves of an actig 
Acmold or Sly The only g 


The first thing players will drool over in 
in this game ts the awesome arsenal of 
weapons In Doom, players surviye by 
collecting ever morepoweriul guns as 
they progressed in the game Turek goes 
even further and survival is even tougher. 
Some of the weapons must be found 
while others will be your reward for 
destroying a boss character such as 
Longhunter Fourleen weapons were 
included in the incomplete version of 
lurok that we played here at Power, but 
Dave Dienstbier, the Turok Product 
le out the 


Manager at |suagasaiie 
ance of de 


shunting iy 
rifle, 

fire big 
Jauncht 


grenade 
and their sha 


‘he Turock team at Iguana Entertainment. 


Leaking beyond the'fire-power in Turok, 
players will notice the incredible envi- 
ronments in the action takes 
place The all pemiasive mists that sur- 
found you actually achieve two goals 
First off, they give the world a steamy, 
Jungle-hke atmosphere know 


.— 


ground, some of it outside with ferriiat 
palm trees providing cover, anc som 
tt inside ancient temple mazes whe! 
must duck your head to pass | 
stone arches or jump fo reach high 
forms The level of detail in the si 
and trees Is exceptional and the lay@ut 
the terrain keeps you on your te 
instance, if you follow a river to the: 

of the plateau. you will find yourself 


‘Some of the foudest gasps of admiration 
‘wd will result from the sight of the 
‘dinosaurs in Turok: DH The animation ts 
q less You would think that Iguana 
sent a team of motion-capture 
experts back to the Jurassic era to spare 
the motion data used tn the game 
ring to Dave Dienstbier, however, 
nothing as complicated as time-trave 
was necessary “We just had very talent 
ed people working on the animation 
One of the things that helped 1s that all of 
the characters are properly jointed at the 
wrists, knees, tail, etc, which helps to 
get md of the stiffness you nermally find 
when animating polygon characters ” 
These critters are staggeringly real 
Each of the 15 enemy types in Turok DH 
1s composed of between 500 and 600 
polygons and is texture mapped with 
highly detatled surfaces Even in death, 


iff NINTENDO® 
DAVE RAVES 


Your Power editor had the pleasure 
of talking ta Dava Diansthiar of 
Iguana Entartainmant about Turok: 
Dinosaur Hentar Dave, who originat- 
ed much of the game design over the 
past year and a half, emphaaizad tha 


CAVE FORLSARD 
Rune 
OUUELE TAP 


dk y xe l 7 BAGH EXGRT= 

my t cere the hard work and talent of tha entire 
eg HOVE SADKWARN team of programmers, artists and 

a | designers. He also taiked about the 
ty power of the Nintando 64 and the 
bata f experience of creating Turok, 


FUN BACKIIRRO~ 
» SOUELE TAP 


j 
? \ He warat J é 
f ot 
aunt “Poo, PREUROUS \IEABDH |} | 
AGN ae 
—— 
UAH LES? RICHE 
LoUH7Ade1 BA wad DOWN 


Power: What aspects of the N64 
‘will stand out most for players? 


Dave: “tthink what playars will 
appreciate most is the controller, 
which we're thrillad with because 
the analog (Control Stick! feels so 
fateral. ef pireemers than di; - 

, = — ital conte he visual quality 
The designers of Turok took # unique approach to the fayout of the controller funetions The ‘ ki 
Control Stick aives you precision ang contral while the C Buttons are used for moving forward, that the machine is capable of is so 
backward, and side to side The Z trigger beneeth the center gripis used for firing weapons while isp ani 
the Left and Right Buttans allow Turok to jump up ‘things so-sharpand 

hard to believe’ 


the enermes look real, and they don’t 
magically disappear trom the screen 
after a few seconds. You can actually 
walk up to a deceased dinosaur, look 
into Its mouth and count tts teeth Now 
that’s realism 


Turok’s debut in the dog-eal-dog, 
dinosaur-eat-dinosaur world of video 
games should make quite a splash 


VOLUME BBD) 


‘$333 
CLASSIEFIZD 
IKEGRWMATION 


NLok Em 
RLZb COTY SZ. 
MEMBER IOENTIFICATION # 


Gergos Rules! Extra Teems and Super Powers 
As.a follow-up to the Gargos code that we printed last All of these codes, with the exception of the Extra Team 
month for the Ki 2 arcade game, here are the control _ caffe, are activated on the batting screen while the game is 
sequences for Gargos's special moves and enders. Enjoy! paused. The effects fast for the remainder of the inning. 


Slash: Down, Toward, Down/Toward + FP 


Extra Teams 


Flame: Down, Down/Toward, Toward + QP ‘Atier you coniplete fell ¢0- 
Shoulder Charge: ae Nien 
Down, Down/Back, Back + MK or FK 4o access hidden teams. The 
Jump Rake: lprseritbe seesan ee 
Down, Down/Toward, Toward + FK shotse Irony 

Fly/Land: Up + FP and Down + FK Mex Ability 
Fireball (Whila Fiying): Press A, Right, Down, Left, A 
Down, Down/Toward, foward + P end Down to meximize your 


teem’s cbilities in oll areos. 


. Ths works whether you're 
Combo Breaker: fatting or fielding, 


Toward, Down, Down/Toward 
Laugh: Down, Down/Back, Back + FP 


Ender: Down, Toward, Down/Toward + FP Slow Down 

Ender: Press Left, A, Right, Down ond 

Back, Down/Back, Down, Down/Toward, Ntosiovethe cone tard 

Toward, Back, + FK ertoiamai are hatting cr 
fielding. 


Rendom Pitches 


Press L, Y, A end Right while. 
batting te make the opposing 
team’s pitches become ren- 
dem For example, if the oppos: 
Hold Up and press 3, 2,6,6,2,1, The weather is just right for ing pitcher tries a fastball, it 
4 and & on the pleyer select the lest herbecue of the may come out e slider, 4 curve, 
streen to access Gergos, season! atc. 


Stage Passwords 

Todd MacFarlane’s demonic avenger comes to video life on 
the Super NES, and we have the passwords up through stage 
eight, Get out there and show the Violator who's boss! 


Stage 2: 09963D1D: 
Stage 3: 4H253DGF 
Stage 4: 4CC138CF 
Stage 5: OC4F458H 
Stage 6: D31551FG 

Stage 7: OOBFS96F 

Stage 8: DB8D9B4H’ 


fea cenrR Oo 
‘DRSDSBSIE 


Enter these passwords as 
normal 


This is one superttero who 
doesn’t pull ins punches! 


o— 


Stage Select 

We've been very remiss in our duties by not printing the 
stage select code for the Game Boy version of KI. As you 
might expect, it’s very similar to the stage select code for the 
Super NES and arcade versions of the game: Press Up or 
Down and A, B, Select or Start on the Vs. screen. 


There are sight stages in all to 


Try different combinations to 
choose from, Fight onl 


see whera you end up. 


AS, 
Vote ted | (Py & fi 


Wheres Mo One Has Gone Before 

Well, there are probably a few “enterprising” gamers who 
have made it through these stages before, but in case you 
haven’t, here are all the passwords to Star Trek Generations: 
Beyond the Nexus for the Game Boy. 


Stage 2; harriman 
Stage 3: demora 
Stage 4: soren 
Stage 5: veridian 
Stage 6: ogawa 
Stage 7: farragut 


=ISTART GAME 
sDrassnore 


Will you leap ahead to the 
23rd or the 24th century? 


Dare wa say it? “Heim, come 
about to course 214 mark 
315_.engege!” 


Cs 


notte Rbokas 
Bonus Games 

Montana Max fancies himself some sort of movie mogul, and 
Buster Bunny is out to stop Max from ruining the movie 
business. If you'd like to practice the bonus games before 
you jump into the action, hold Down and B and press Start 
at the main menu. 


SUB GanE SELECT 


ReSKETBALE 


TUG-OF -biar, 


SOCCER 


nil never 
make the Dream team! 


OGG ¢) 


You cas choose from any of the If this keeps up, 


special honus gamas 


a6 
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ords Galore Weepon Upgrade 

ere are hordes of passionate puzzlers out there that have This is the only trick we've discovered so far for Doom. Get 

fa hankering for Tetris Blast passwords. We have.a moth- _the Chainsaw in the Nuclear Plant (Stage 2), then fire off alt 

© Jode of them for you, so blast away! the ammo for your best weapon. If you hold the fire button 
as it empties, your gun will upgrade to the next weapon. 

Stage 2: ZFFFJJJF 


Stage 3: B/MMLLKB 
Stage 4: XSDDGGDM 
Stage 5: KCWGLLHK 
Stage 6: VG.LJJDM 
Stage 7: K.TDGGMF 
Stage 8: XZSCDDKK 


Stage 9: DFMYLLDD un tichis apiece Some pee have fimited 
Stage 10: YGCPDDHL crea ieeteadl nn Cael eke NCO ete 
Stage 11: GVMYLLCJ 

Stage 12: VJVDDGK =. BASS N Vlasters _ f, 


Stage 13: CJXTBBCF 
Stage 14: ILYLKKL 


Stage 15: LKWTBMMB Bass, Anyone? 
Stage 16: VSRPDCCH For you bass aficionados, we’ve hooked another juicy BASS 
Stage 17: KBCDTFDF Masters Classic: Pro Edition password. This one takes you to 


the final day of amateur competition on Lake Calabasas. 
Stage 18: XDFGYKJF Gentlemen, tie your lurest 


Stage 19: FICDTFCM 

Stage 20: TTGHPMJB Lake Caiabasas, Day 3, Amateur Circuit: 
Stage 21: DBVGYKGD OLFBBBLLB 

Stage 22: JRCRCKB BBLKF4TFW 

Stage 23: CY/BPMHF N8PGBBBBG 


SLE REELLS 
RELKESTEW 
NEPCRE SRS 


Enter thase pssswords as ‘We've gotten you this far, but This will taka you to the final You cen heve all the fun of 
normal. tha rest Is up to you. dey on the tougheat lake. bass fishing without the smell. 


Kombat Hodee 
We prinied a few Kombat Kodes in past issues, but we've 
decided to put together a complete list for your conve- 
nience. In case you're not familiar with these codes, here’s 
how they work. Kombat Kodes produce varied special 
eifects and are entered on the Vs, screen in a two-player 
game. The sequence of numbers represents the number of 
fimes each player must press the Y, 8 and A Buttons before 
the Vs. Sercen fades. The first three numbers ate for Player 
One, and the second set of three are for Player Two. For 
example, the Invisibility code is 449-449. This means that 
Player One should press Y four times, B four times and A 
nine times on the Vs. screen. Player Two should do the same. 
If you want to limit the damage you inflict on each other and 
disable the timer, press ¥ four times, B three times and A two 
times-on Controller 1, and press Y two times, B three times 
and A four times on Controller II, If there's a zero in the 
sequence, that button doesn’t need to be pressed. Since the 
screen fades quickly, you'll have to press the buttons simul- 
faneously. The code sequences correspond to the symbols at 
the bottom of the Vs. screen, but we've found that going by 
the numbers is less confusing for most, players. There is no 
knowledge that is not power! 


Itmay take severel ties 
betore you enter s code 
correctly. 


‘We protest! Do youreally 
expect us to fight usder these 
conditions?! 


Qbrrrrryyy & 
ecc. 


lity: 449-449 

Quick Uppercut Recovery: 688-638 
Auto Haalth Racovery: 012-012 
Minimum Damaga, No Timer: 432-234 
Invisibia Power Bars: 987-123 
Uppercut To Next Level: 221-557 
Swltcharoo: 460-460 

Unlimited Run: 466-466 

Auto Tourney: 989-898 

Player One At Half Energy: 033-000 
Player One At Quarter Energy: 707-000 
Player Two At Half Energy: 000-033 
Player Two At Quarter Energy: 000-707 
Winner Fighta Smoke: 205-205 
Winner Fighta Shao Kahn; 033-564 
Winner Fights Motaro: 969-141 
Winner Fighta Noob Saibot: 769-342 
Hyper Fighting: 191-191 

Psycho Kombat: 995-125 

Dark Fighting: 688-422 

Disable Combos: 999-995 

Disable Biocks: 020-020 

Disable Throws: 100-100 

Disabie Sweeps: 091-293 

Max Fatality Tima: 955-955 
One-Button Fatalities: 944-944 

Play Slots: 987-655 

Piay Mini-Game: 642-468 

No Fear Message: 282-282 

Flippers Message: 987-666 

Power Message: 123-926 

View Credita: 120-120 


Experts, shmexperis! If you've got an awesome tip or a killer cade, send it int 
We'll print your stuff alongside the pros’ codes, So what are you waiting for? 
Warm up your brain pans, crack your knuckles and press those buttons! 
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LEVEL1 


WOODS OF WONDER 


in a deep and sunlit forest, a young cyborg named Biomech begins a mission to nd the world of 
menacing aliens The forest’s birds of prey, fiery sprites, and flying fiends are only minor tons 
to Biomech. Make sure you nab the AD350 (with its heat-seeking ammo) that sits at the start of the 
stage It’s bound to 

become Biome¢h’s 

best buddy.in Realm! 


WHITTOE AW. 


jature lovers may object t clin; 
ried old tree. but it certainly the ADSEO, 

doesn't sem walhave quilms about | ase foci all 

A iy rd ‘vieat tien 

taking down Biomech. & he q ofavoiding ar 


it . ; tree's trouble 
Shootat receestaeiore sealarge abe pi fo perfongy Bomed eae j 4 .come-attacks 
cache of ammoanda fewextrashelis RCOr Gm Suites . 


Grab ’em fast or they'll fly away! 
(4) NINTENDO POWER ; 


Ore ATING Yaa 
et }s fia can do some damage ¥é ’s also te 
Whettyou first 0d him, Gre “t: id fo the right. ae youl 
aN 0 and fire offsome rounds bef 
= ‘ce ie. oo firing as he i 
ids a tote left, hp jump, jp 


e i a and launches a fireball 
to ayoi ihe brunt of fe. 4 


lightning i if you' ur fire, 
be'll be just about finished. a G 


CREEPY CAVERNS 


i ang, 


LEVEL 3 


A FORT AFLOAT 


At first, hitting the blot ith 
fatforms is the only way ta harm 

ie hut after «white, they'll 

Diy b cunchig( fis bagk. 


Bromech 1s about to discover that Realm’s 
vast acean offers anything but smooth sail- 
ing The floatmg fortress that sits on top of the 
sea 1s full of technological terrors and 1s 
swarming with well-armed alien troops if 
you can battle and chmb your way actoss 
, this stronghold’s towering buttresses, you'll 

have conquered one of Realm’s biggest and 
most difficult fevels 


‘he only way to reach the seuWhd stage ofthis level is to take to the 
tvaterson a tiny,Jaunch. All sorts.of hizhilying mwillagiiow your 
vessel SS male cure you have a : 
weapon that can hit'villaiilear 479 4 

top.pf the screen. 


ry 
that are shown above. They can 
shoot only at an angle. sa you're 
Safer beneath them 


sae 


| 
i? 10 


If youcan best this 
flyboy, he’ti pravide 
_ powerful jaser 
weapon, which is diffi 
cult to aimat an angie 


Biomech can beat this walking weapon“only by 


‘attacking one sfiction ~ ie. Get in close to 
take out its top gun, then @iiekly hagd fo hi; 


missil@dauncher by turning your 
attenffomto thegiiehine’s alia 


baittlfiian. He'll head to the deck to 
build up his flai@s and thien fly sky- 
ward and release two fiery pelS, 
Sin@@he’s only well: protected by his 
dragons whert fie’s dying, try to_hit 
him when he’s down. 


The fiery dragons yo 
move fest, so 
Biomeckighould 
just focus'0n dod 
ing them when the 
ghters in flight. 


ground. If you can eliminate its mid-level weap 
be your only worry. 


LEVELS le 
A MAZE OF ME 


ae 
Cd eS 

5 Biomech to itsvcyborg collection; yg) have 

ae 

5 hg bo yes. You can get some good shi 
in with a1 1350. ing shoved along the 
length of the floor, and if yor shots © Caught 
Weivcen tee crawler’s legs, you should fire rustle 
face before Your si et er 


aeereees 


‘ 


These little draids may not look 
like much of a threat, but they can 
easily deplete Biomech’s defens- 
as with a single shot Remember 
He who fights and runs away lives 
to fight anather day 


These laser spitting spiders 
take alot of ammo todemalish, 
so rather than fighting, 
Biomech is better off fleeing t 
with all the bullets end shields 

he can get fram the erystal A 


langerous and well- 
corndor, he'll certainly fee! foolish 
he finds only an enemy cannon atits end 


VER UP 
i 


= SIN dns 


VER UPS 


eing Hii fytie sles bails rn 


ae pe 


aA | FIN AL PPA 

Wether tiles leigh menace 

Biomech. Our hero williive «lie time taking mincémeat of the mechantenti 
lye exploits the mega-mech’s major tlaw: Fiapractiaglly immobile. 

= : ‘i =r Fe 
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massive ihachine gun fer 
fighting. 


Nintendo Power continues 
its review of Kirby Super 
Star, a 32-Meg battery- 
backed Pak with nine dif- 
ferent games sandwiched °./ 
within tts microchips. This 
month we cover The Great 
Cave Offensive and 
Revenge of the Meta- 
Nanrghts two of the largest, 
Metde-scroiling adventures 
ound inside thexcariradge- 


:225, 1996 Hal Laboracory, Ine 


' 
1995. 1396 Nintendo 


Each game In Kirby Super Star is ranked one to 
five stars, according to difficulty The Great 
Cave Offensive and the Revenge of the Meta- 
Knight, two of the tougher games in the pak, are 
a both ranked four stars You 
must complete both of these 
games to go on to the hard- 
est challenge in the game, 
the Milky Way Wishes adventure If you get lost dur- 
Ing your journey, consult the maps in this review and 
on the back of this month’s poster 


It’s the biggest treasure hunt in Dream Land! Go for ahigh 
score as you try to find all 60 treasures hidden inside the Great 
Cave. This adventure may take several hours to complete, 


SSS but you can save your progress throughout the maze. 


Your adventure begins here 
Don tworry abaiit the gray 
stone blocks You'll blow 
‘them apart when you reture 
at the end of the game 


Prune these fusty flowers 
down to size and knock off the 
head of the stone statue to 
uncover a secret cavern Inside 
P| you'll find an underwater chest 
containing the Gold Coin, 


Dor t destroy the middle bah 
© block or you'll naver pick up the 
valuable Whip After you cpaa 
the treasure chest, continue 
right to the Greet Cava's main 

B) entrance 


i) _ NINTENDO POWER 


If you stimghine clasesto 
aebecrs, hen uf / 


2 $0 you Can hop Up the 

. 2 st open the treasure. ches! 

‘Ayay'se stook_ Smash the 31 

ietwattr teal chambers, 
on. u 


wid 
PICK A 
POWER 


RIRBY 


Kirbyts invincible white z - TO BS 
riding inthe mme cart If ed we Aa + Cro £2 <p 
youleapout you'lfhave i iter Gun ta blast @ 

to fight your way aleng path, you ll discover a ip and the 

|, the tracks Glass Shppers 


2 Yusing the Yo; 
fomb sii 
: Gs Strong water currents sweap the 
This barrier won't stop Kirby if " cevern floor If you swim against the 
he has the Yo-Yo skilt Hit the flow, you can driftleft and pick up the 


switch and collect the Brass : oe ‘ 100-Dollar Coin 
Knuckles t 
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Afyou warp from the blue 
crystal cave, you'll cad uy 
Ssecret-room Here you’ 
fied the fossil treasures. 


Bickgetne rantonebsielfiat 
wreeat i 
TheFire's 


anal Read thé 
oydfittege tox so you'll 
Huew whenit’s your 
tummies attack. 


Lunge right as soon as you 
enter this room so you'll have 
just enough time to find the 
Mannequin treasure, 


goouies, then leap an the platform for a 
quick ride above the spikes 


if youreach the 
chest before he does, swoop up 
the Autumntime treasure andrun 


‘When you bounce up —_ - . 
this starlrt chamber, 
‘you II find the treasure = rat Bas et Release the bouncing 

chest in the upper right b ikes by ramoving the 
corer == leftand night star 


blocks, then spring up 
and take the Star Tiara 


1 
4 
f 
H 
. Jump down the hole to pick up the extra 
hammer you, but 
' 
' 


This breezy rooms filled 
with Sleeples If you can 
reach the chest without 
waking one you'll fied 
Mr Saturn 


@Q)_sinrenpo Power 


her the rope 
‘sed pound down 


Avalide’ Sptiond balls te 
you hound to the top of thi 
iniotal chamber. The King’ 
Cape is 0 the chest. 


j He = Explore al 
r 7 — ing outside the twin to 
{o discover the Mode! Ship 


/ ‘ = = and the Sun Ring 
. emia OE CEELING 


‘Tess this hlack vane 


You must have the 
| Hammer to pounddown 


‘the past and demotish 
‘the wall, then you can 
enter the elevator room 


*" 
‘You need a Burning 

| Leo helper talightt 

) this underwater 

j fuse Slide into the 

3 cannon barrel before 


7 it fires PACE 5a 
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“ao REVENGE OF THE MET- 


Not every diabolical plot 1n Dream Land 1s hatched by Jeng 
Dedede. The evil Meta-Knight 1s terrorizing the countryside 
with his mechanical fiesta fortress. Kirby must find a way 
to destroy the ship and end the reign of terror. 


im Avoid the road of spikes and 
Seas tava by'taking the shortcut 
n above yourhead Just float 
oie “Oy through the hole 
Neilaaladaadn eatin! Wietie 
Some cannans in the 2 ey Dispatch the Bonker Brothers, 
game are invincible eer wy ‘ee then copy their Hammer skill. 
fo Nab this magtcal id ~ ee : peu need the Hammer to fin- 
y frurt, then quickly Parag Peel g = tsh the stage. 
oS 3 a jump out of the line 4 ’ ene —_ 
- of fire 


+S» ~. ), Detonate the 


suns beneath i @ 
a 3 the bridge ta find ¥ 
|, the aecsetisun- CGH dante i 
. ] Bvt entre sla ‘then use yous Pei to burn 
(Sp © = with food roth its thiclaggor' 
- e 4 


Pick up all the food float- { 


the daar leading ta th 
secret roam in the shi 


ing aroundin this section 
z of the ship You'll need the 3 
2 strengthas you fight your i : 
SS |% way ta the Meta-Maniac es ay 
MH 
a If you have the Yo-Yo s 
E you canrip the hinges 
#4 


\ 
4 
q 


eg 


me a 
so a 


"his paetily warrior 

will 0 Kirby around. 

whiteme're down oF 

the gr ei yaa ar 1¢ 

the cee skill, blast onate the under- 

We a distaace. water explosives. 
biockingyane: 


Copy the Ftre 
a e skill to light the 
fuse on this can- 


fos odors hel ce z a S * non, then hop. 

y Re ‘a @ e down the barrel 
- { and shoot into 

a thenext stage 


The ship is starting to fall 
apart Pick up the treats 
left behind on the deck, but 
be sure to watch your step 


ee iote-Kiigi, 
a8) hamler guar’s! Use your 
* Cutter ski! and Sin aaa 


You'llneeda 
swordanda 
swashbuckling 
Blade Knight ta 
pull the claws aff 
Heavy Lobster 
Sharpen up here 


ie > 
ia 6 


COLL LLM AL, 


What secrets" i a s, 
“Met2-Kyighalentiee? Gray the ista-Knight eee 
‘aunt the wily Cutter coninm “ ae 


# to beginthe game® asthe Fe oii 
~— = 


COMING SOON Tom ye | 
INDENDO G4 FROM p-~ 


spiticx powers, so 
Pry litte tom a 


sa 
Dre nee 


plagued by a wicked 
grosswind Use the Jet to 


against the gusty 
hiies a 


This ahosthy yumerrah.e: 
‘youoped the, — al aA ekneuliWed To staff your jour- 
ee “ag ss 
| . ae ire he can, 
the Cepeda Ma * e oe Se | ys yous: 


La Fi, ms) 

Co ae ee * a ei 

teatnatnatnetatntintnd A i aa 
Touch the right switch to. If you take your time on, 
clam the treesure chest. the pletforrn, your ltbe Cater fe breath toslow 
Touching the left switch "A ) | rewarded with the voutiall ou phous i 
relnases the enemies Ramias Scale at the top brags Se ath Ms 

Sriechnam at the bottom of thishale 


RIDE ON 
THE STAR 


Youre back at the 
beginning! Hop on the 
star and ride off into 
the rolling credits 


PRRRR RRS 


sur Jet 5 You'll ngzd aFire of a 
Tea bartshiest, +] Jot sito ig the 
nat a4 fuse of the center 
bombin this stack to clam r {i AP cannon. ky the cor 
the Xmes fee treasure " AA ter pe te i 


Into the dunk tank! ¢ 
Hit the bomb to 
blast the racks 

| dunk the baddies 
and claim the 
underwater trear 
sure chest 


—\, Youneed the Crash 
) stall ta open this 
door Swallow the 
exploding enemy 
directly above 
Kirby's head 


Bae 


B 
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SIMS AND STRATEGY 


I realm of straight RPGs, but both 


games offer plenty of challenge and inler- 


his month, Epic Center covers 


twa games that ial) outside the . 


esl It may come as a surprise ta many ~ 


Suncity 


gamers, but SimCity has been a great suc- 
cess for the Super NES Quietly, over the 
years, this remake of the Maxis classic has 
sold well over a million copies around the 
world This month, Nintendo wili rerelease 


SimCily as parl of the Players’ Choice series 


of games for an MSRP of $34.95 That's an 
incredible deal The reason for this 1s that 
the scope of the game ts limited only by 
your own Imagination 

War 3010 The Revoluuon from 


Advanced Productions falls firmly in the + 


category of war strategy games Like its 
board game predecessors, War 3010 con- 
centrates on the manipulation of combat 
units, which you move and send into bat- 


tle Since each unit has unique capabilities, 
you must deploy thern strategically, back- 
ing up some units and matching your 
attacking units with enemy units according 
to their weaknesses Each scenano presents 
clearly defined goals—just the opposite of 


Civilization 


the play in SimCity—but within the sce- 
nario you have the freedom to move your 
ships and attack however you want 

If you find that you like both of these 
types of games, you might want to hunt up 
a copy of Koer’s Civilization This game has 
been released for a little less than a year, 
but already it can be considered a classic. 
The play includes the freedom to establish 
and bulld your own cities as in SimCity 
plus the strategy of moving combat units 
around the lerritory for defense or offense 

In these difficult days when new RPGs 
are so hard to find, a few good games such 
as these can keep you going for a long 
time Open, creative play makes for an 
incredible deal Instead of talking about the 
game taking 80 or 100 hours, the lime 1s 
almost limitless. 


LUFIA If ARRIVES 
(AT LAST) 

Y Lufia II here several months ago, 

but Epic fans have had a Song, 


ou saw the reviews of Natsume’s 
hot wait over the summer with no sign of 


the actual game As you read this article, 
though, Lufia II should be arriving in the 
stores Rejoice! For anyone who may have 
missed ihe early reviews, Lufia Il mixes 
RPG and Zelda-hke adventure action into 
one of the strongest epics of the last few 
years for the Super NES Players will find 


+ puzztes, hve action battles, quests, RPG 


style menus, a trove of weapons and items 


Lufta 


+ and al least 86 to 100 hours of adventure 


There's even one dungeon with 100 ran- 


* domly changing levels on it For full, strate 


Bic coverage of Lufia Il, look back lo your 
May and June issues of Nintendo Power 
We'll be including more information in 


* future Epic Strategres columns, as well 


SIMCITY 2000: 
BREAKING NEWS 


his sust in from Calabasas, CA. Black 
| Pearl informed Epic Center News 
editor that they have finalized a deal 

to bring SimCity 2090 to the Super NES in North 
America In Japan, SimCity 2000 was released 
by Imagineer for the Super Famicom Players (or 
city bullders) have far more flexibility in SimCity 
2000 and more types of facihtes to build, 
including subways, water systems, military 
bases and giant arcologies You can even cus- 
tom-shape the landforms with hills, lakes and 
nvers SimCity fans will be in heaven Black 


2 Pearl hopes to release SimCity 2000 in late 


October or November More later 
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SimCity far the Super NES first nppeared 
in 1991 and became an instant hit in 
Japan and Narth America. The papularity 
af the game came as na surprise to 
scam ~ <: Nintenda, because the previaus camput- 
Jeun Svase'staetet* Bere er versians af SimCity fram Maxis were 
widely heralded as same af the best 
games ever. This manth, Nintenda 
relaunches SimCity as part af the classic 
Players’ Chaice series. What makes 
Sim-City sa appealing is a cambinatian 
af the realistic 3-D view af the city and 
the player’s totol cantral aver every- 
thing in it. Yau can create and yau can 
destray. Yau can even tny with the sim 
citizens wha live in yaur town, setting 
up experiments ta see haw they reoct. In 
the years fullawing the intraductian af 
the First SimCity far the Macintash back 
in 1989, many so-colled god-games have 
tried ta duplicate the magic af SimCity, 
but none have dune it better. 


Fe 

= . i Lo . » ‘9 a 
= Ses C “> iin} S S 
¥ you want to get off to a great start, how about putting $999,999 in the bank? 
Here’s how you da it Begin by spending ail of your money Make sure you build 
at least one untt like a Police Station that requires funding and reduce your tax rate 
and funding levels to 0%. At the end of the year, when 
the tax screen pops up, hold the L Button and exit 
the screen. Sull halding the L Button, press X twice 

= aa so the calendar shifts to January Now, bring your 
e funding levels back up to 160%, but leave the tax 
a 2 at 0% Exit the tax screen and release the L Button 


Toren all 


7, ee ©1992. Nintendo 


Dr Wright pops up 
when things ga wrong 
with your erty He also. 
tells you how you can 
correct the situation 


The most innovative change to the Super NES SimCity involves the giv- 
ing of gifts As you reach various population milestones in the hfe of your 

aa city, you will recewe gifts that can help your city grow even faster The 
avraell oem gifts range from civic decorations like the Fountain to practical gifts like 
‘et you know Youcan the Landfill Each grit can be used almost anywhere in the city, but mast 
check with the gooddac- cam be used strategically to maximize their benefits If you choose the 


ml oo ha by actly ber "ght location, the gift keeps on giving and giving 


\WHEN THE CENSUS PAYS OFF_ 


As the mayor of SimCity you'll earn yourself a luxurious estate once your villaga 
becomes 6 town of 2,500 people Locate Your House near ather neighborhoods 
People will flock to live ne ar such a popular leader 


If you run low on cash, SimCity Savings and Loan wl float youa line of credit to the 
tune af $10 000 Of course, you I! have to pay tall back aver the next 20 years, but in 
the meantime, your town can continue to grow 


The Zon gift will enhance any residential neighborhood and provide $100 n revenue to 
1 0 0 the city benk account Place the Zoo beside dense residential areas and watch the 
apartment buildings reach the highast leve! of development 

Plscing the Casino adjacent ta commercial zones ts a good bet You'll earn $100 every 
year from the Casino, but you |i also increase the amount of cnmein that area of the 
city The trade-off is worth it Just build another palice sta tion 


Simkids seam ta like Ferns wheels and rides as much as real kids If you place the 
Amusement Park gear a residentiat neighborhood, the buildings wall reach higher lev- 
els and you'll earn $100 per year 


Once you build six regular palice stations, you'll recetve a Police Headquarters build- 
ing The facility controls crime over alarge area but costs you $100 par year Build this 
inahigh cnme, industrial area 

The Fire HO provides wide fire coverage but costs the tax peyers $100 every year 
Since one fire station is adequate for any city, you might think twice about spending 
theextra money for this unit. 


he Big Park boosts the growth and property value of any edjacent zones and brings 


Py 2288 
[| Al fi p AR K in $100 every year You Il receive several of these parks throughout the game if you 
’ buldlots of Itttle parks 


. iA | The Windmill is a gift from your sister city in Halland Placa st naxt ta commercia! 
Ps Win IM | iL zones to encourage their grawth, You'll earn mare tax dollars and raise land values in 
, pede) thearea. 


Tha centrel Tram Station helps ease traffic problems by making your train service 
more afficient Place it in the commercial district to help nearby zones reach the high 
est level of development possible 


The Expo site should be placed between mdustriel zones Your tax revenues will 
increase and nearby industriel zones will max out This ts one of the few gifts that 
helps industries 


The Scale Model lets you take a quick loak at your city You can access the mode! 
on the Information sereen then scroll about the miniature version of your aty, 
just for fun 


The Fountain beautifies any location in your city snd helps the adjoming zones reach 
f 1 ll NTAI ii therr full potential The Fauntaminereases your tax take by $100 each yeer and costs 
you nothing inretum 


anc) The Landfill ellows you to fillin areas of water ta make new land You can plece any 
at +ype of unit on the new property to help your city grow As you fill up existing areas 
a of the map, you'll re cere new Landfill gifts 
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Check with the 
Information Screen to 
seerf you are having 
problems The maps pin 
point exactly where 
‘things have gone wrong 


REAKING 
GROUND 


2002. 


It's usual 


city and 


DOWNTOW! 


dense growth of residential and com- 
mercial zones at the center of your 


on the fringe You can also use aneigh- 
borhood approach, breaking your city 
Into selfcontained villages 


TNTEADO PQveR mea <2 


In the following pages, you'll learn how to max- 
imize every zone in your growing city, Although 
some of the strategies may seem like tricks, they 
are all based on the way the game reacts to dif- 
ferent zones and effects As the mayor of 
SimCity, you build zones for industrial, commer- 
cial and residential use How these zones pros- 
per depends on how attractive you make them 
If you know how each type of zone responds to 
things such as crime rates, property value, traffic 
and pollution, you can create the ideal setting, 
ensuring high growth rates The Information 
screen helps you track 
the effectiveness of your 
changes, sO you can use 
itto see if your strategy 1s 
working, 


Dr Wright lets you 
know when you ve 
reached amiestonein 
‘the growth of your city 


Like all cities, your SimCity needs pawer to prosper * 
Your first job as mayor 1s to choose a site and build a 
power source The coal-burning plant may be cheap, 
but in the long run It pro- 
duces too much poliution 
The best choice is the 
nuclear power plant. Locate 
it on an island or (solated point of land to minimize 
the effects of a meltdown, should one occur After 
that, you'll need an industrial zone for jobs and a res 
idential zone where people can live You also need to 
connect each zone using power lines and run a road 
or tolley track along one side. Remember, no zone 15 


an island «ite QuTskiRTs 


Since pollution radiates out 

froma source suchas a fac~ 

tory or coal power plant,its 
hest to locate these zones on 
the ches of the map Half 

the pollution will be distrib- 

uted outside the border of 

your city where It doesn't 

affect your crty’s growth 


lly best to concentrate the 


put polluting industrial zones 


“Zaxumcursen, 


PLANNING 
AHEAD 


You need to make the most ot every 
sim acre in your city For instance, 
place eight residential zones In a three- 
by-three square, leaving the center 
open, then drop a gift such as a Large 
Park into the hole to produce four top 
level apartment complexes in the sur 
rounding zones The same strategy 
works with commercial zones Try the 
other strategies listed below 


YOUR HOUSE 


Do the doughnut trick with Your House Plop 
the mansionunto the center of a ring of resi- 
dential zones to encourage those zones to 
top out Zones that border on Your House 
have the best chance to max out 


PUBLIC ACCESS? NOT. 
= A 


Most gifts work just as 
well with or without a 
read or railroad touching 
them, but they do require 
power ff you surround a 
gift with zones, all of 
those zones will benefit 
from the positive effects: 
of the gift 


WHAT’S WORKING 


Pop into the Information 
screen to see if your 
strategy 1s working or 
use the magnifying glass 
The Info Screen can show: 
you high property values 
while the magnifying 
glass reveals which 
Zones ere flourishing 


particularly valuable. 
because you can build over 
it, gaining precious areas of 
land from the shore You 
can place azone or building 
with one edge hanging over 
the water 


INDUSTRIAL 


aiiiaaaae 


he 


Pollution and cnme are the mem, limitmg factors 
toindustnal growth Build parks and lots of police 
stations in industrial areas Large cities don t 
require as high apercentage of Industrial zones as 


smaller towns do 


COMMERCIAL 


Commercial zones thrive in cities where peo- 
ple have money to spend You'll notice thst the 


commercial bar on the RCI meter lags behind 


the residantial and industrial meter bars 


A NOSE FOR ZONES 


I's a good idea to have a master plan in mind 
when you begin laying out your first zones If you 
want to end up with a huge megalopolis, postion 
industrial zones around the perimeter of the map. 
inside that, create a ring of commercial zones and 
place your residential neighborhood in the central 
area You won’t have enough money to build al! 
the zones at once, unless you use the million dol- 
lar option, so build ita slice ata time Build a few 
industrial zones near the edge of the map, then run 
a road toward the center of the map, placing com- 
mercial zones and residential zones as you move 
toward the center The landform you choose alsa 
comes into play. When placing zones in blocks, 
keep the same types of zones together Drfferent 
types of zones that touch will never reach the top 
status. 


THE MIX 


It’s important to recognize that every zone, build- 
Ing, road or park affects every surrounding piece of 
land For instance, you can reduce the effects of 
pollution by running parks along heavily congest 
ed roads and around factories Since different types 
of zones may have a negative impact on each 


RESIDENTIAL 


Place the Zaina residential natgh- 
borhood and watch the apartment 
buildings grow into towers 


STADIUM 
INDUSTRIA 


Ce 


The Stadium also falps build up 
industrial zones, but it causes 
traffic problems Run tram tracks 
‘tortinstead of roads 


CASINO,’ 


other, it’s often a goad idea to leave a narrow 
buffer zone between neighborhoods Buildings 
such as the stadium, seaport, airport and police 
and fire stations all have a special impact on nes 
by areas and the city as a whole One seaport ser- 
vices the entire city, providing a boost to industry, 
routes linking mdustria! and residential zones just as one airport services a city of any size_In 
addition, zones close to spectal buildings also ben- 
RESIDENTIAL efit from their proximity. The Gift buildings listed 

i) ‘on page 57 also have positive impacts on the 
= = » i entire city as well as their neighborhoods 

cava] ei if 


a Saran Ny 


COMMERCIAL 
taeda 


Paople traveling to or from work tend to stop 
and shop if commercial zones are present 
The strategy ts to place commercicl zones on 


This combination helps build top 
commercial zones, but crime will 
increase Just make sure you 
have the PD close by 


ce eons LARGE PARK/ 
mg ey ANY ZONE 
Ba seh ee, all 


ti, 
44th, 


People like to Irve in nice, graen neighborhoods 
with lots of amenities such as libranes, parks, 
and shoreline Pollution, cnme, low property 
valuas end traffic congestion wil limit growth 
en 


4d 


Leip i 


Every zone benefits from having 2 
park next door. The city also earns 


Wi 
Hig 


money from this and several other 
gift propertras 


Industnal areas breed high cme 
rates so place more police sta 
tions in industrial areas and keep 
your funding high 


have to balance good access ta yobs in the 
mdustrial zones with good living conditions 
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PAINS, TRAINS AND 
AUTOMOBILES 


SimCity isn’t reality If t were, you wouldn’t be 
able to destroy all of the reads, replace them with 
intraurban railways and live to talk about it In 
SimCity, however, other than a periodic, whining 
message requesting more roads, there’s no down- 
side to this politically correct {and politically suicr 
dal) solution If you're bent on building a mega 
lopolis of one million sim citizens, just don’t build 
any roads at all You'll cut pollution and wipe out 
traffic problems If you prefer the reality of cars, 
however, limit the roads to the commercial and 
iadustrial zones 


CLOSED 
AIRSPACE 


The problem with airports is that 
you have these heavy planes 
constantly falling out of the sky 
as they attempt to land If you 
place tall commercial towers 
around the airfield, the landing 
process becomes as brutal as an 
obstacle course Eventually, some planes will 
wind up in your SimFirst Tower, which isn’t goad 


The commercial district requires an airport, but 


PLANE TRUTH build the air 


port at a safe 
distance or on 


GRIDLOCK 


r [fl 


Lots of roads lead ta mass gndlock 
‘When the traffic becomes a night- 
mare, wake up and build mass transit. 


TRAINS VS. LANES 


Welcome toa 
worldwithno 
smog or conges 
ton Trains beat 
out roads on 
every count 


sa 


SIM RELIEF 


Disasters in SimCity come in two 
forms The most obvious disasters 
invalve destructive forces such as 
tornadoes, floods, earthquakes and 


DISASTER 
STRIKES 
“ESR 

“OUISASTERS 


oe 


Disaster may strike your city at any 
‘time, and you can actually call up dis- 
gstersin the menu Tornadaes, 
floods, monsters, even UFOs hava 
hean known to attack. 


FIRE 


Most disasters cause fires, and the fires 
do most of the damage to your city Keep 
your funding high for fire protection 


EARTHQUAKES 


Hees 


an island, monsters The other type of disaster 

stems fram conditions such as traffic 

congestion ar crime In the case of 
* natural disasters, most damage 15 
caused by fire You can minimize 
fire damage by building several fire 
stations it’s even more useful to 
contain fires by bulldozing sur- 
rounding units to make firebreaks 
Man-made disasters can be con 
trolled by good planning 


Major earthquakes destroy buildings 
and cause firas across tha city Fire 
management is your only hope. 


re 


Planes crash It 


treaty SAFE LANDINGS 


ustasinvealiife | E 
ljostplaneserash | . 

closetothear = 

port upon takeoff 


When Bowser comas to town, he 

tands to wipe his fect on your build: 
# ings You can t stop him— just mop up 
eg after the towering turtle 


© Place your airport near the water,on 
* anisland or several spaces away from 
tall buildings. 


RESUME SAVED CITY | 
PRACTICE 
TART NEW CITY 
D SELECT SCENARIO 


The six scenarios in SimCity present erties mn imminent dan- 
ger You II have a short period to prepare the city, then you 
must deal with the disaster 


SimCity Includes six basic disaster scenarios 
and awo bonus scenarios In mast cases, you 
must prepare your city by building up infra~ 
structure before a natural disaster occurs 

Your dollars will be limited and you'll have a 
limited time in which to get the city back on 
its feet Build infrastructures that help your 
city survive, such as extra fire stations After 
the disaster your first task 1s to control fires, 
then to restore power throughout the city Use 
the bulldozer to make firebreaks around fires 

In man made disaster scenarios, use the Info 
Screen maps to loak for the worst areas of 
crime or traffic 


Crimes one of the 
‘toughest problems 
of any big city It may 
seem as if youhave 
‘to buldaiot of | 
police stations, but § 
it's worth it order 
‘to keep property val- 
ues high and people '% 
moving in 


Pollutionis caused 
chiefly by cars, coal 
power plants and indus 
‘tries Parks help reduce 
pollution. Euminate some: 
‘or all of your roads and sf 
replace them with tran J 
‘tracks Spreed your 
Industries out and plant 
~ parks between them 


Bostons about to experience the terror of 6 
nuclear meltdown A portion of town will 
become unusable when radiation and fires 


spread throughout the city 


‘= S0000 


fie suo] 


You can manipulate the tax rata te bring st 
infusion of people back into the city A low 
5‘ tax rate will encourage newcomers 


A hands-on mayor will be able 
to deal with problems as they 
arise, but you can take care in 
pre-planning so that your city 
will run smoothly eves if 
you're away from the game 
That is the ultimate challenge 
Your city plan should clude 
an efficient transportation sys- 
tem, which means more rails 
than roads When you do use 
roads, keep them straight to 
avoid creating extra traffic 
jams You also need to keep 
your funding levels high in 
case @ fire starts when you are 
away. Make sure you build one 


= seaport, airport and stadium 


only If you need people, lower 
the tax rate to about 5% For 
some quick cash, lower your 
fire coverage for one year 
Chances are you won't have a 
fire in that ume 


Restonng power will be expensive since 
you just lost a major nuclear plant, but 
you need power to rebuild the city 


Reduce city expenditures by cutting 
funding rates after the disaster or elimi- 
nating excess roads or fire stations 


Airplanes can crash 
anywhere, but they 
usuelly go down 
near the airport To 
lessen the chance of 
major damage, and 
pollution from the 
airport, you should 
build it on anisiand 
oron the maps edge 


Sim Citizens want 
tobe entertamed If 
wu build a stadium, 

for instance, they 
will come The sta- 
dum causes traffic 
problems socon- 
nect )t to your rail 
system rather than 
to the roads 


Ifyou reduce the 
Transportation 
funding on the 
Fiscal Budget 
screen, your roads 
and railroads will 
beain to decay It's 
best to keep the 
funding rate at 
100% 
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ou)-can,give your trigger In 2641; the Kyllens came to earth with 0 message of cooperation and 
‘imger a rest because WAR peaceful cocxistence. A technologically superior race, they set about 


solving mony of the plenet’s most serious problems, But when people 
- began realizing thet the Kyllens’ were plotting world dominetion, there 

was little thet anyone could do. Now the year is 3010, and as a lone 
ph out-on, the screen, commander, you, must lead.a revolt against the planet’s oppressors. Heving captured an armeda of 
; chances for’ success E Kyllen ships, ond renaming them after 
inedch of the 16 stages are aaa a i “\iie)] mythological heroes, you ere humanity's 
‘only.as good os your strategy. If you u = last chence against the alien menace. 
move your ships wisely ond exploit your 
‘enemy’s strengths end weoknesses, you 

¢ end up winning the wort 


= 


The three 

‘mam modes 

of play aes 

paeie bea |] Because your forces ore flying 

posh) : stolen Kyllen warcraft, this 

make your . 5 ] guide will show you the 

ples caving strengths and weaknesses of 

your shups into S | - = 
Strotegic posi- {| your own fleet, as well as those This craft hes averege The Ares is very similor 
tions, and target- > | ofthe enemy's sizable armada. shields and wisgvor tt to the Achilles, but its 
ing enemies for 4 ‘, ] can move long distesces. movement range is just 
punishmest. — ina single tum slightly smaller 


d i = J = | 
ot 8 "hoo 
Every stage of the war has a unique objective, however 
they all require elimination of any Kyllen forces that your 
ships encounter. While your limited fleet is almost always 
outnumbered, you can use powerful upgrades, unusual 
atmospheres, and ship-building space stations to yorr 
advantage, The real secret to success is exploiting the 
Kyllen’s simpleminded strategies. If you can predict their 
attack plans, you're well on your way to winning! 
lala lalate se=neee 
Engaging the Enemy ' Building and Bettering 
Your Fleet 
Yor may begin cach stage with a limited 
number of ships, but space stations can be 
used to build more. Unfortunately, yor may 
often be too busy fending off 
foes to spend much time 
building ships. 


ou'll:begin:each stage with your guerrilla forces 
and Kyllen ships gathered in separate sections of 
space. After you’ve consulted maps and devised a 
"clever strategy to meet your mission objectives, you 
and your foes will : i F 
, turns moving 
ships and waging 
war. Remember: 
Careful planning 
beats barreling into 
battle every time! 


The Kyllen have upgradea for 
then sips hidden on certara 
plenet serfacesin each stage If 
youcan find them, yor bet- 
ter equipped thee yoer anemies 


| Mop 
Scanning the mep of your aactor la 
space lete you locate Kyllen forces, 
find galactic objects, and gata good 
‘sansa of pussion abjactivas. 


Mind Your Matters 
All kinds of space matter can affect 
your ships’ defensive capabilities. 
While some objects may strength- 
en your shields, others are definite- 
ly detrimental. Make sure that you 
examine every asteroid belt, nebu- 
la, and planet before you start 
aking your battle plans. 


Movement 


sor. Tha distance e ship 
> determmed by its particular dasign. 


Your Stellar Map cen provide 

all the partinant statistics 
you'll naed te determina 
whether those hege hunks 
of matter will be beeeficial 
or detrimantel to yorr shipa’ 
dafenses. 


Combat 
Each type of wer craft has ediffer- 
ent attack range and daes differ: 
ent amounts of damage depending 
on haw near or far it is fromits 
intended targat. 


aa a ee ee ene eee ye aa een 


weapon strength, weak © weapons end shields are and defensive capabill: — ete waapans. better than — shield and weepoe stranytha: 
shields, and tha maximum fairly strong, this starship tas, the Atlaais a fine average Movament, end but only amediacre range of 


al 
ee 
| ‘This'shiphes moderate’ While the Athana’s With terrific firepower Tha Cerberushasmoder- The Hedes has very good 
range of movement, is e bet slow. additloe te your fleet. less than stalla: shields. movement. 

= “ = 


‘The Hera has aii 
average abilities except 
forits shove average 
tenge ot movemest 


mission G 


Rebels Battle Back 


There are 16 galaxy-spanning missions in Wer 3010, and every ship in your 
floot will play o vital role in the conflict. We've mopped out stretegic plans 
for five of the most grueling scenerios. Warp speed end good luck! 


mission 3 


Hyllens on the Atteck 
Blockada the Planat 


The Kyllens' objective is to secure the 
planet. If just one ship lends, they'll 
win, regardless of how many ships ore 
left on either side. Form a defensive 
perimeter eround the plonet and wait 
for the enemy attack. You can stagger 
your ships to create e crossfire or leave 
some ships back fo plug any holes in 


your line, 
mission 3 


Rain Down Destruction 


Keep the line 
close to the 
plenet, and 
don't | 
esemy shipa 
‘shp around your 
flanks. 


Hide in the 
Asteroid Field 
Your mission is to dock two 


ships at the space station. © 


Send two fast ships to the left 
of the station as decoys and 
take the rest of your fleet into 
the osteroid field. As tho 
Kyllens chase the decoys, you 
can move in end lounch 0 sur- 
prise raid, 


If the battle goes too losg, 
youcendock with the refuel: Kyllens con get orga 


er ship for some quick repairs. nized. 


This ship's long-range Whi 

weapan strength makes it —_ribly week, the Hermes: shields and short-range average shields and mede- 
one of the flaat's mast 
formidable fighters. 


Death From Above 


‘Once egain, your terget is « Kyllen space 
station. Move your fleet to the plonets 
above the station. You'll 
hove better defensive 
capabilities while in 
orbit, and you'll be able 
to attack before the 


smaller shipa 
bear the brunt 
of the mie! 
attack. Save 


ee heavy 
ighters tor 
| leter 


Hermes 


The Krowos has civalloat The Nercissus hes only 


hasa truly remerkeble weepons, but it cen move um weopans, but it moves 
rege of movement only at 6 crawl ate repid rate. 


i 


mission 12 


Leunch an All-Out Agasult 


|. mixing fighters, destroyers and scouts. Surround the 


Mission IG 


A Long end Furious Fight 


| 


Te e. 


eee 
eeee 
sae 


Be 


The 


weapon and shield sys- 
tems ara complamented 


Strength in Mumbers 
The Kylten stronghold is protected by a 
large asteroid belt. Your only chance is 
to. concentrate your forces. Group 
your entire fleet together and secure 
the right side of the asteroid belt, then 
head inside the perimeter 


Pendora’s atrong 
range fightar, the 


ity to hoak: alow rate of spaed. 


Afine tong- end short- —-Althaughit cen’t fight at a 
distance, It has strong 


hobbled by its _ short-renge weepons and and weapons that are sim- tha Theseus maka ita 


into teams of three to four ships, 


Kyllen fleet and the station, Give 
each team a specific target and 
don't-attack until all units are in 


Each taam should concen- 
trate aa their primary tar- 
gat. The Kyllass willlet 
yoe fira first, sa make it 
aunt! 


Chess 


al ‘@ galactic rebellion is 
wearing you down, take'a break 
with these secret bonus games. 
The passwords fo these games ‘- 
are hidden in two planetar 5 > 
iatoratien Ges (Do ai back Rees esteem 
ground check on all the planets tha traditional way, its 
in Missions 9 and 16 and check pcecaeneres owe 
their files closely, 


GOEORE De 
SEEEEEEE 


Checkers 


Since you and the Kylleas 
have exactly the sama nem- 


; Onca you've destroyed 


e her and style of worships, 
‘tha Kylleo detensas in tha i 
healt, Usa the refueler ta Stree Ey ca Ewe 
| repeir yoar fleet before 


4 the final hettte. 


Itmoves like o slug, huttha Tha shialds, weapoas 
Prometheus has shields and movament range of 


ply aut of this world weah choice. 


tf, a 
af a ke sack fe nde Ps 


o! aoe 2 


your Attacks his Heart, 
ather than his ite He'll 


SECRET 


Dark and deep are the many ye After nearly a year on the pre Sompletea he foekst will 
charts, Secret of Evermore si Pranks in theif | 1 0 games that players ask us f 

about. In response to the continairig flood of questions, we'll take another eve behind a cee Shee 
swing through this amazing imaginary landscape. mropen ito reveal the wine! 

: 
Chocobo Egg 

Moving on to same of the 
Charms, the Chocobo Egg, 
which increases your maxi- 
mum hit points, can be 
yought In the Ivor Tower 
‘keiplace for nine Perfume 
ttles and nine Beads You 3 


WHEELING 
& DEALING Keep in mind that you can 


use amulets as partial pay- k and 
We've talked a lot in past ; ment im the Wor Tower rt right, just the last 
issues about the Nobilia Marketplace for the sGold~"\" dragon spend elt to 
Marketplace, and some play- + plated Vest, Drags a jelmet the wall ind stapd inthe little 
ers have managed to drive and Magician space Poa the’comer of 
some very hard bargains with the | iting ang the pond can also get one by buying an 


the vendors, We offer a word What a Bi gai as Search bea } Annihilation Amulet from a 
lia Mai rigeptic 2 Is, B- « | Bead man in Crustacia. Once you 
Os ick. ¥ 


of caution, though, about the 

man who sells Annthilgto tre re trove OF fal , defeat Mungola in Ivor Tower 
Amulets Don't ‘him aubles, but waa ine andl snp willbe more wait- | Castle, the egg trader will 
i unless you're you if you return : pack up his wares and leave 
| * for parts unknown You can 


‘ocket Parts 


As it does in any adventure 
i game or RPG, a goad portion 
ot Secret of Evermore 
revolves around retrieving all 
sorts of items, necessary or 
not. Many players have been 


asking about the lone treasure = 
chest at the top of the If you're not careful, thé egg trad- ea 


er: at levels, and the spells never } pa ete 

nou situatier, though, seemed particularly useful Volcano This chest holds the 3 

frinsaction s There is, however, an endless | Gauge, one of the items tt the Chocoko Egg for the yo 
Ty yg jc Gourd in the Nobilra” 


Tinker needs to construct his ‘ 
Marketplace’ but despite thee 


forroula 1s even rarer, 
Bones have found it diffi- 
# cult to build their magic skill 


Rocket After he gives youthe | 

Windwalker, walk bagk up gourd’s-fFepuiation as an ated 
" ~ 3 

the Volcano. : bar of great pi er, t's = 

Beyser josts yol aes 

sunt youy rv 


=: we ome: as the ue avein f cinptor i 


— : ee Ciaugs , th ost epie” “gamesoffer a 
, Tasks sone Poin ee? ae Fs i ae sea pady” stream. of bigger and 
: Hb oa) tf in YetUrne-86), you'l os weapons and 
complete, he won't deal with — supply bedds at thi Aso need tie Wheelilo you progress, but 
you ever again If you want a # mnie Nohilfa Castlee pope Patek be Rock fin ir 4 really have to remember 
ready supply of amulets, Fee iL «aah Ig, Bug" in the saying, 'buyer beware," 
you'll have to pay full pnce” * it COT fer of when youre in Evermore 


© _warenoo power 


You might wheel and deal yourself 
inte jamif you're careless 


gloves, they avd a ce ee 


Besides the Magic Gourd, 
there are other much hyped 
‘but ultimately disappomting 


items, including the Insect ! 


incense, Ruby Heart and the 
Gloves of Ra The incense is 
supposed to repel mosquitoes 
and spiders, while the Ruby 
Heart ts supposed to decrease 
your enemies’ hit percentage 
when your hit points are low 
Neither works as well as 
advertised You're better off 
keeping the Moxa Stick, 
which increases the effective- 
ness of your healing potlons, 
rather than trading tt for either 
of these things As for the : 


mie: 


RAR Sc 


Pe 


i e nies thay may 
equity of false advertisi 
a al = sind! 


ratyag of +26 and: 
forth the p pric 2, 


Cautionary Tales 


have the freedom to go 
where you will in the land of 
Evermore, but there are dan- 
gers In wandering aimtessly 
We've told you before about 
how you can become trapped 


inthe Great Pyramid if you're? 


not careful, and Ivor Tower 


Castle holds a simular fate for 
adventurers that are perhaps a * 


hit'teo clever 
A‘few enterprising players 
hayé found a way to sidestep 
uae normal sequence of 
events and get into lvor Tower 
Castle without battling the 
Verminator While you may 
avoid one hazard, you'll end 
up In an even worse situation 
Once you conclude your 
business in the castle and 


try to exit, you'll become ; 


Wapped in a room filled with 
wooden crates, which 1s actu- 


ally the Vermmator’s lain” 
‘Unfortunately, the only way 


ey ‘screen (it’si3 Zot voll 
* { dle ofthe ocean}, you 


wa at 1 Tyrie, smimnus 
"x you 


not xe previous save point These 


to gct out of this mess Is to 
reset the game and start over * 
. from your last save pomt So * 
even if you avoid the battle, 


encounter another wave of 
minor enemies, then Magmar 
imal step in His attacks will 
be more devastating than 
anything you'll have faced 
but the Barner for- 
| protect you from 
of it In general, 
wtack formulas will 
k better than your magic 
ells, and you should use the 
nergize formula to increase 


Once you retrieve tHe, 


Energy Core from t ae 
Chessboard P; 


Dont become a victim of the 
“Evermore Triangle!” : 
the Verminator will ae 
revenge! akers.a Be ‘aneth 


There’s “angther quirk sn“? from a iS wall k 
“eae that may cayse you rte get Ee 


matically * 
ur i i 


“te loseathie Windwalker {f. yous re 49 havea pow! your weapons’ attack 
» land“the Windwalks ig sot Rost You CryogAlfast shells strength Be sure to get this 
uppersfight copper nat which ar from your formula from — Ruffleberg 


ig a Ba: 
iy ie 
back" - 


oka and can be bought 
@ Merchant Sector) are 


Professor aller you get the 
Energy Core Magmar has 
about 25,000 hit points 
You'll next be hit by a final 
wave of minor monsters, and 
then Carlton's Robot will 
come view — This 
mechanical menace is imper 
vious to most attack formulas: 
and spells, so you'll have to 
rely on your trusty stdearms 
to win the day You should 
concentrate your fire on the 
robot's sides, smce he'll shoot 
straight downward Another 
key tactic 1s to Move your dog 
to the upper left ledge The 


+ find | yourself appearing 


fr azerait nae” again, 
there’s“no way to set things 
right once’ this happens, and 
you have to start over from 


into. 


situations serve as a reminder 
> of the one thing we often for- 
get to do after the heat of bat» . 
| He or in the thal! of explo- 
ration save, save and save 
again! 


The Final Conflict 


Most of the last portion of the + 
game involves solving puzzles Speakers and Fans, walk up 
and gathering various items | and flip the switches A 
and weapons throughout * swarm of enemies, including 
Omnitopia and Ebon Keep Raptors and Eyes of Rimsala, 
will appear and attack you at 
random Once they‘ve been 
cleared out, Bad Boy and 
Dark Toaster will make a 
grand entrance. There’s no 
special strategy to terminating 
your evil clones, but now 
would be a good time to use 
all of those extra Call Beads 
you picked up in Nobilia 
+ Stock upon ammo and ingredients * Bad Boy has only about 800 
i goctore Me Tel batties hit points, but Dark Joaster 
has a whopping 10,000 hit 
paints! i 
After Bad Boy and Dark 
Toaster are history, you'll 


Barrier and Energize will be your 
most usetul formulas 


also very effective against 

these blowhards. = The 

* Speakers have 1,000 hit [ 

points each, while the Fans * 

are rated at 2,500 hit points 
After you defeat the 


, You'll go along for quite a 
while without battling mayor 


The Disrupt formula may slow 
down the robots responses and 
heip give you 2 fightino chance 


robot can’t tollow him, but 
your dog can shower him 
with laser fire Make sure the 
boy’s hit points arc high 
betore you switch to the dog 
1 you manage to whittle 
dawn the rohat’s 30,000+ hit 
points, ultimate victory wlll 
be yours! 


4 enemies, hut you should keep 
up with your weapons training, 
because, believe us, the final * 
battle will be a biggie! 
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_ Dixie takes certer 
| stage in Donkey _ 
the: ies 


ry 


©1996 Nintendo 
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eS mene 

CL MKS cranks the Kong series up another 
notch on the game post Dixie returns with 

her full complement of simian super powers, while new sec- 
ond banana Kiddy Kong will be able to break through floors 
and roll along the ground like a barrel Together with sever- 
al enhanced “team” 
abilities, these new 
features will open 
up all sorts of excit- 
ing and unpre 
dictable game play @ 
possibilities! 


© NINTENDO POWER 


a 


a ao pefulpss 


Squawks and Squitter will be joined by an as yet unnamed 
elephant and pid and new vshl and stopovers will be 
~ manned by a 
troop of helpful 
bear brothers 
Dixie and Kiddy 
won't want for 
friends = when 
they need them 


Kong wilt be 
heroes, a8 WI 


ee Returning a 
ha = 


their quest to be the best of the bad New 
enemies include Krem robots, Krem twins, 
"several new Pi and bird bad 


dies that you can.use ‘ 
Soins eee 
ft 4, : 


a squad of sea~ 
MY soned veterans 

and formida- 
ee | dle rookses in 


‘elenpege > * a ' La] 
my oy sc essey 
We've seen only an early prototype, so we can’t confirm 
the exact plot, and some elements may change We do 
know, however, that there will be new bonus games, new 
vehicles and more secret areas than 
in any previous DKC adventure 
| We'll bring you complete coverage 
In @ future issue! 


The DKC 3 design team has 
sari that the major bad guys 
will be buifed up, mentally as 
well as physically Withbet 
ter Al, some enemies wi!l 
track’ you closely during bat 
tle and respond more directly 
to your actions 


Ea ol 
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DONKEY KONG COUNTRY 3: DIXIE KONG’S DOUBLE TROUBLE o 


™ 


back to Persia’s opulen 


past for a royal reckoning 
on the Super NES. cis syonou 


(1995 Titus 


Already a popu- 
lar game for the 
PC, Prince of Persia 2 1s sure to 
please Super NES players While 
the game sticks to a traditionat 
side-scrolling format, the highly 
detailed graphics and_ finely- 
tuned play control give itan edge 
over many of the games in this 
genre Even if you're one of those choosy 
gamers who isn’t easily impressed hy 
pretty praphics, we think you'll be pleas- 
anily surprised by this Pak’s challenging 
play This month, we're giving you a 
quick look at a one-player game that’s 
tailor-made for ace players 


<Q) wnireNoo Power 4 


ie Te, wf 
The adventure begins in Persia’s dis- 
tant past, when the Prince awakens 


one moming to find that an identical imposter has taken 
his place! Although the Prince can see that his dopple 
ganger Is actually the dastardly 
Jaifar, the entire palace {including 
the Princess} 1s under a spell that 
makes the Prince appear fo be a 
petty thief Pursued by guards, the 
Prince flees the palace and sets off 
on foot through Persia’s burning 
sands, dangerous dungeons, and 
jrap-laden temples tn an attempt 
to regain his status and exact retr- 
bution on the fiendish Jaffar 


Armed only occasionally 
with a simple scimitar, 
the Prince will face numerous enemies 
on his long journey through ancient 
Persia. Palace and temple guards will try 
their best to cut his game short, while 
more ominous creatures like snakes, 
ghouls, and skeletons are even greater 
obstacles to the Prince’s success As if all 
that wasn't enough, the game is chock 
full of perils, pitfalls and booby traps, with 
almost every misstep resulting in pain and 
misery for the Prince 


Because it’s hard to finish a stage with- 

out doing same major damage to the 
Prince’s health, you have to rely on pow- 

erful pottons to get you through the game 
One of the potions gives the Prince a guick 
pick-me-up, and another potent elpar gives the 
Princthe power to-glide down great distances 


f without} sustaining any damage Unfortunately, 

‘ some_of the brews you find are far from beneficial 

a at ee There's gething more frustrating than downing a 
iy. potion thar yaeishope will boost your health, only to 


end up with a mouthful of bitter poison 


PRINCE OF PERSIA 2 


yorrul Poftiows 
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NS LOUA, AND ) 
SY \WELCOME. TO MALI 


Disney’s undeniably coo! Donald Duck tums Private Investigator in a soon-to-debut Super NES platform 
game that takes him ta the Hawatian Islands Asa Pi known as Maul, he’s tracking down the tropical isle’'s 

missing sacred tiki Using a blaster and some impressive ninja skills, Maui makes 
his web-footed way through a haunted mansion, a village of native Muddrakes, 
and even a watery underworld to win back the island's idol The action is fast- 
paced, the graphics are great, and the game play Is entertaining While we can 
shaw only a few shots from Maut's 
upcoming case, they show that Maur 
1s. a player's paradise! 


@1995 Nintendo ©1995 The Walt Disney Company 
AllRights Reserved Developed by Eurocarr Development Lid 
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After the game's first level, ES 
use two different versions of Donald Duck 
first is Maui the duck detective, who 
equipped with swimming and vine-¢limbing skil 
as well as a blaster for beating baddies The sec- 
ond 1s Maui the ninja master, who uses a big bam- 
bao red for swinging, climbing narraw passages, 
and knocking enemies on the noggin 


Maui PI can climbvines with ENinja Maui can use his embo: 


ease, bast the baddies froma, ( qwachaku fo swing actoss 
distance, anduse his pistol for ¢ obstacles, hop bud guys up 
propulsion underwater clase, and brace bimself when 


M2 TERI 


_ More than just a simple search for a saci 
ee Mhrough mysterious locations where dangers Wet 

sdetectwe Starting in a creepy mansion, Maui takes off on a a jou 
to training fn nima gymnastics, 
through a thermy jungle,» Swimmin; 
through a sunken.” ship, and 
descending into a surreal under" 
world where the bad ducks go 
when their earthly existence ends 
With all the challenges that he'll 
face sn every level, Maul may, 
to reconsider island 
move back to the mainland! , 


PL PI 4 
IN ADA ode 


The look of each level is not the only lhe that 
changes dramatically in Maut Mallard. jn fact, alle 
obstacles and enemies are distinctly different in 
Falmost every stage of the game For example, in"6ne 
stage Mau may have to fight the native Muddrakes, 
who use blow darts, boomerangs, and razor-sharpivo 
yos, and in the next, he'll head underwater where 
spiny fish,” firebadl- 
throwing pirates, and 
even a ferocious cur- 
rent. can, dole out a s 
damageto the fast-paddling duck As you i might've guessed, 4 
the istand's tropical environment can be. jist’ as.divers@ aid / 
hazardous as the enemies that Maui. encounters: For Super 
NES owners who have been waiting foro supernfan’ plattomn 
game, the wait is over, Maul Mallard 1s'n the ase! 
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Me obot Ride Platforms are found in 
€ all the stages in the game except 
s the Tunnel Rhino Stage Marked 
with an "X," these platforms wrap a pow- 
erful suit of armor around Mega Man You 
cannot use the Robot Ride Platforms until 
you find the Chimera Robot in the Blast 
Hornet Stage After you find Chimera, 
jump up on the platform and actrvate the 
Robot Armor menu Highlight the desired 
armor and lock in your selection 


BPP to has only one fife, so if you 

lose him, you cannot cail for his 
MH assistance unless you use an ofd 
password If you've never called Zero 
before, press the Start Bution to pause 


Zeros happy to collect rtems for you, buthelll 
leave the big fights for the Blue Bomber 


@_ suvrenno power 


Torequest Zero’s assistance, select the 
Communic ations Pane! and press Start 


You cannot activate a Robot Ride Platform and 
wear special armer until you locate the Chimera 
Robot Look for himm the Blast Hornet Stage 


your game, ihen press the R Button to 
activate the Communication Panel. if you 
press the Start Butlon one more inne, 
Zero wilt warp to your tocation Although 
Zero won't fight any of the Maverick 


Robot Ride Platform and pick your armor Your 
Menu options increase as you explore the game, 


Bosses, he can collect tems in every 
stage In the game You can switch back ta 
Mega Man at any time, but once you do, 
you won't be able to cat} Zero again until 
you complete the stage 


zene) 
ney Rene 
utve tailed... 


Unlike Mega Man, Zero has one life to give to his 


country, 80 if you lose him, he s gone for good 


HOW-DO | GET THE MUSHROOM 
CASTLE TREASURE BOX? 


any players realize face im the 
M game that they are missing the 
treasure box from the 


Mushroom Kingdom Castle. The only 
time you can reach the chest is at the 
beginning of the game, when Toad 1s 
walking through the room to talk to the 
Chancellor Hop off Toad s springy hat 
to reach the chest Toad 1s the only char- 
acter in the castle that gives Mario 
enough altitude to grab the treasure 


our-eyed Betome resides in the 
F Kero Sewers Mano and Mallow 
should be at least ta level six before 
they take on this spell-casting, Mallow- 


ASHP Asis 45 


Raise your characters levels to at least six 
before mucking it up with big, bad Belome. 


You can reach this high treasure box while Toad 
ts on his way to visit the Mushroom Chancellor 


munching baddie Let Mano swing his 
Hammer while Mallow casts 
Thunderbolt Use Defense or a Special 


es 


While Mallow unleashes 2 Thunderbolt spell, 
Mario should use his Hammer on Belome shead. 


Bouncing off Toad's hat adds a spring ta Marios 
Jeag that you won t get any other way 


tf Mallow 1s getting chewed up, keep 
Mario's hit points above 20 If you sur- 


vive Belome's spells and swallows, the 
big lug will soon be swept away 


if Belome decides to chew on Mallow, concen 
trate on keepmg Mario s hit paints above 20 


~~ HOW DO 1 BREAK DOWN ADOOR? 


Matrymore's barricaded doors A 
door collapses when you and your 
partner (either Snifit | or Bowser) hit it at 
exactly the same moment The trick 1s 


] t takes teamwork to break down 


You can break dawn a door if you and your part 
ner hit tat exactly the same moment, 


timing and location Try to start your 
charge at the exact moment your partner 
makes for the door Your bashing buddy 
18 always crashing into the left side of the 


Timings key to abreakthrough, so make your 
runcoincide with your pertner s charge 


hitting tt on the right side The fine art of 
door bashing requires practice, so don't 
be disappointed if it takes more than a 
few attempts before you pick up your 
degree from the school of hard knocks 


Youll be left frustrated if you cherge on the 
wrong sideof your partner Stay to the right 
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=> NEW HORIZONS 


| WHERE IS THE BLACK MARKET? 


few unusual weapons and trea- 

sures are sold in port item shops 
“® ®™ around 2:00 am Black market 
items are never cheap, and you won't 
find them in any shop during the daylight 
hours Most black markets carry simular 
items, like the Crusader Armor, but some 
shops in remnote regions run special deals 
for their evening customers Look for the 
Crusader Sword in Timbuktu 


¥ ou can follow the strategy of buy 
ing low and selling high, but 
there are a few sure deals within 
the European markets One triangular 


When starting out, look for short trade rautes 
that dont exhaust your expensive food stores 


Every item shop has a secret, but if you want to 
shop around, you need to wait until 200 am 


DE ROUTES IN EUROPE? 


Bordeaux and then buy wine Sail to 
London and sel! the wine to buy wool, 
then return to Lisbon to sell the wool! to 
buy more rock salt Other short routes 
include selling Istanbul's carpets in 


Sileco Ela 


Giron 
goal Trader 
SR at caer 


Try trading Istanbul's carpet for Athens art, 
then return to tstanbul and buy more rugs 


HOW DO |! DISCOVER NE 


For a lintted tine only, we are 
gelling some really special items 
‘that wou don't usually see. 


Not all black market shops areidentical The 
shop in Timbuktucarries special merehandisa 


Athens jn exchange for att, then returning 
to Istanbul to sell the art for more carpet 
You can also try selling Athens! ait in 
Kaffa and use the money to buy Kaffa's 
ion ore to sell back to Athens 


You can aso sell Athens art in Kaf fa anduse the 
proceeds to buy Kaffa’s ore to sellin Athens 


ew Horizons has 98 items to dis- 
cover, but only 50 of the stems 
are randomly selected for a sce- 
narto. Buy a telescope and assign a major- 
ity of your crew to Loakout duty The extra 
eyes increase your chances of catching 


& ope | 


Whan looking for new discavenes, assign a 
large contingant of men to the lookout posts, 


@ surenvo rower 


every detail on the horizon Scour isolated 
islands and explore the source of major 
rivers All villages have secrets When you 
happen upon a new village, land there 
and use the Search command Depending 
on your hero's Intuition and luck, you 


RNS Eel 


Whilea few villages are scattered afong the 
shorelines, most are found inland on rivers. 


might find an tte as soon as you touch 
shore fF you don't find anything, try 
Entertaining the villagers to increase their 
trust and cooperation, then Search again 
When the villagers trust you enough, 
they'll show you a local secret 


Scerch the villages you find and, tf you don’t find 
anything, Entertain the nhabitants with food 


ou have to be a big Warv lo open 
the Treasure Room in Level 16 
Break open the Face Block jest to 


the right of the stage start and take the 
Key Carry the Key to the night until you 


reach the second group of four cracked 
blocks. You can smash the blocks by 
executing Wario's Body Slam—press left 
or right on the Cantral Pad while tapping 
the 8 Button After you smash the blocks, 


Uncover this Key by smashing the Face Block 
just to the right of the beginning of Stage 16 


2 HOW BO! DEFEAT THE KNIGHT-4N-SYRUP CASTLE? 


he key to defeating the Knight in 
Te Castle 1s ta hit him from 

behind. Stand on the blocks in the 
room and wail for the Knight to pass, 
then jump down and throw a 10 Gold 
Coin oF execute a Body Slam When the 
Knight gets back on his feet, he'll charge 
acioss the screen Wait until the Knight 
tres and slows back down, then sneak 
up on him and hit him again Stun the 
Knight three times to defeat him 


EYE OF THE BEHOLDER 


Q: What's the best swordin the game? 

AS’ The best swords a +5 long sword named 
*Severious * You! find rt on the Ninth Level 
of the maze 


Of Why wont my mage’s Vampiric Touch 
Spell damage some monsters? 
A: This spelt wontwork on the undead 


Q: How many times cantuse a wand? 
& Allwands except the Wand of Silvias 
have three charges 


Big Wano must shatter the sacond set of four 
cracked blocks tofind this hidden deor 


You can find a chink in Syrup Castle's Knight if you 
hit him from behind You can toss a 10 Gold Con at 
him or pound him wath a Body Stam 


O & A FAST FACTS =. 


BRANDISH 


: Which monsters ge me the most gold? 
A: Youdon’t getgold for defeating monsters 
inthis game Look for treasure chests or 
weapons or ermor to sell back to shogs, 


Q: How many endings are in the game? 

Ac There are two endings The ending of 
your game depends an whether you help 
or fight Alexis. 


Q: Whatis the best weaponin the game? 
AY The Planet Buster Sword. 


fj witere IS THE TREASURE IN-LEVEL 16? 


you'll see a door Enter the door and 
carry the Key to the night, across the gaps 
and icy ledges, until you reach the 
Treasure Room Doar Use the Key on the 
Door and grab the treasure inside 


Enter the hidden door and walk right across the 
gaps unt you reach the Treasure Room Door 


After the Knight is stunned, hél! get back up 
and cee blindly around the room Seek retuge 
on oneof the blacks high above the floor 


THE BUGS BUNNY 
CRAZY CASTLE 


O; Howdo you make Bugs jump over 
enemies? 

Youdont That rascally rabbit wont 
jumpin this game 


eS 


Are there safe spots in the stages? 
Yes While traveling through adoor ora 
pipe, Bugsis invincible 


FP 


=) 


: How many levels are in the game? 
60 
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yo a Hintendo is Te-releasing some 
/ 7 of the best Game Boy titles to B d [ k 

a BEI Qrace 4 portable screen. 

This is your second and possibly last chance to pick up 
these one-player gates at a price too low to publish. 


Look for the Player's Choice symbol wherever you buy your 
llintendo products. 


The Bugs Bunny 
fs 


[ 
— 
CS 
WY osse 
eas 
CS 


Wicked Witch Hazel has locked 
up Honey Bunny in Crazy Castle, and Bugs 
must scamper to the rescue Bugs Bunny 
Crazy Castle 2 1s a password-backed, 28- 
stage game Help Bugs navigate the cas- 
ile's mazes as he dodges traps and 
tracks down keys to unlock doors 

leading to Honey Bunny's cell A 

bevy of Looney Tune characters rang- 

ing from Wile E Coyote to the 
Tasmanian Devit do their 
best to hinder Bugs' 
rescue attempts Fot! 
ther plots and plans with a huge 
assortment of goodies from the ff 
ACME factory. This looney 
f game will entertain cartoon 


@ _ wurenoo power 
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1 Scars ay ae ns nolo ~ 


Long ago, in a galaxy far, far away, the first 
F portable Star Wars game came out of hyperspace and 
i arnved in the Game Boy universe Assume the roles 
of Luke Skywalker, Han Solo or Princess Leia as you 
elude Imperial forces and deliver the Death Star plans to 
the Rebel leaders Star Wars 
presents challenges throughout 
six detailed stages, ranging from 
exploring the catacombs of the 
desert planet of Tatooine to dodg- 
ing laser blasts as you dive 
through the Death Star’s fortified 
trenches in your X Wing fighter 
The game does not include a 
save feature, which means you'll 
need to rely on the Force to make 
it to the ending credits Star Wars 1s 
the perfect challenge for any true Jedi 
warrlor 


Journey back to yesteryear and relive every sweaty moment of 
the first Game Boy battle between the blue bomber and the 
mad doctor Mega Man Dr Wily’s Revenge features six, chal 
lenging, password-backed stages After you best Cut Man, 
Elec Man, !ce Man and Fire Man, blast through the doors of 
Zz seme Dr Wily’s loath- 
some lab and 
take on five more 
mechanized masters 
Each time you crush a robot 
tival, you can add their 
weapon to your arsenal This 
futuristic fight-fest doesn’t 
stop until you confront the 
bad doctor in his Sky 
Fortress. Can you stop Wily? 
The fate of the future 1s in 
your hands 


K. Rool! 


All ef the game play. 
goodness that ymade 
DKC 2 such a phename- 
nel hit for the, Super 
NES is here in Donkey, 
Kong Land 2 for 
the GameBoy. 
No effort was 
spered to make 
DKL 2 as chal’ 
lenging and fun 
as its 16-bit pre- 
decessor,.end ;; 
while it borrows: 
its plot and characters 
from DKC 2, it sports all- 
mew level meps and puz- 
zles. This month, we're 
going to expose the loca- 
tions of the secret Bonus 
Areas. You won't find them 
where you did in DKC 2! 


Hirsute 


Heroics 


In DKL 2, Diddy and Dine 
roll and spin 


rhythm and feel 
that they did [™ 
in OKC 2 You 
can’t use ther team 
throw, but you can 
switch between them 
by pressing Select 


(ea). swreno0 power 
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Pals to 
the End 
Rattly, Enguarde, Squrtter and the rest of your 
animal buds are back, and they've also returned 
ther signature moves and abilities, Pressing the 
Y Button will make charge ahead or fire 
In Squitter’s case, the Select Button will 
Dy transform his attack webs 


Into platform webs 


‘Too Kool for : sf? * 8 a iy 


iP Mainbrac 


This Bonus Barrel is on the far nght dide of the Hee before 

2 J you reach the halfway point You can lower yourself down 
Ste the rope ladder and then jump to the right Use the line of 
bananas as a guide 


It's araca agamst the clock 
tocollect all the stars. A 

Kremcoin awarts you at the 
finish line 


Flip cannonballs at 
Klingers as they slith- 
er up and dawn the vig- 
ging Defeat allot 
‘them before the timer 
runs down for a 
Kramcon prize 


Located on the far feft, this bonus area 1s easy to miss if 
you're Just intent on getting to the end of the stage Use the 
hooks to yump up to the barret 
or take a flying leap from the 
upper part of the mast. 


The bonus areas hold many of the Kremcoins and 
Hero Coins in the game We'll show you how to 
reach one bonus area per stage, though there are cer- 
tainly more The first bonus area ts located just before 
the midpoint in Pirate Panic 


6 


1 oe 
a3-78; 


Jump off the barrels or the higher deck ta reach the 
# Bonus Berrel In the bonus area, ust hop up the har- 
rels to find the Kremcoin, 


CG 


After you pass the pane paint, you'll come across two large 
gaps in the deck This Bonus Barrel ts located in the second one, 
just below the fu k When you return to the regular stage, 


T } you'll be able to pick up 
the Hero Coin easily 


6 


When you enter the bonus 
area, guide| pn or Dixie to 
ie Kremcomn, f Fae 
jappers as you go You have 
(0 defeat all enemiesin the 
pet before rt will appaar 


eae 
‘This stage js very similar t He mee 2 
counterpart, Tha left cor is offen sate 
gut rercember that the ‘that Kreeny: 
‘Kraw drops can het fiat 
aroun. 


aj 


Krem Cauldron 
anes {1 Hothead Hop 


Pick up Squitter and stand on top of the hill, Use your platform 
webs to go back to the left to find the Bonus 
Barrel You ¢an pick up a DK Barrel and a 
Banana Cain along the way 


Gre 


ots 


Kama Naigs 


Your jab here ts simple use your platform webs 
to reach the small stand to the ngtit. There are 
ing enemies to fight, so take your time. 


This invisible Bonus Barrel 1s Lav ‘ e 
located ust above and to the Keep an eye out for this area, which appears after the halfway 
left of the Star Barrel paint The stage will flow naturally to the right, but for once, 


Cartwheel jump or heli- 
copter to the upper left plat- 
form. If you need a pariner, 
you'll find a DK Barrel to 
the night 


don’t follow your instincts Hop up and Jeft to find this often. 
missed bonus area 


Blast your way 


‘to the upper 

git platform. : : 

From the third c ae 

Blast Barrel, i ¥ . Getting here was the hard 
maneuver part If you just follow the path 
yourself and avoid the undersea uglies, 


toward the right, not the left. you'll clan your treasure easily 


42 enough. 


Just after the Star Barrel, you'll 
find a smal! hill with a DK Barrel & : Once again, you'll have to buck your instincts ta 
above it Jump or helicopter spin € reach a Bonus Barrel From the second Blast 
back to the left onto the balloon, mI Ly hie Barrel, head up and left instead of up and right 
then drift left to reach the Bonus : ees 
Barrel { Fs 


*- Make two passes, using the left balloon 
first, to catch all of the sters. Run to the 
night for the Kremeain. 


You'll be tempted to avoid the Necks 
toreach the end, but dont Defeat 
themall tamake the Kremcom appear 


This Blast Barrel 1s hiding in plain sight! At the very beginnin; 
of the stage, take just a few steps to the left to find a Blast Barrel 


\ | that will propel you to the Bonus Barrel 


Ready, aim, fire! 


Here's you chence io fr euNoU throw a 
1 In| stead of a kewpie doll, 
God ieeceiars volt rah ae Jump from the reed and bounce off a Flitter to reach 


a ¥ 
5 you'll receive a lovely Kremcon 
the Bonus Barrel The Flitter won't reappear if you 
. defeat :t, so you'll have only one shot at the barrei 
rs Make it count! 
Go straight to the right from the Start to find the Bonus Barrel = 
a 


Ht the Lamp Barrels to shed some light on the proceedings. 


Follow the patharaund na circle 
and gather altof the stars The 
Kremcoin will appear back near 
the starting paint. 


Let the bananas be your guide 
‘as you blast your way acrass 

the swamp Reach the island ta 
claim aKremcoun. 


Ss tai tote 
Use the barrels and the Zinger to boost yourself up to the Bonus Barrel If 
you stand on the barrels, you'll see just the Zinger’s legs as it buzzes back 
and forth If you defeat the Zinger but miss 

the barrel, use Rattly's Super Jump (hold é 

select and release} to ge( to the Bonus Barrel ‘ e 


After you pass the 
' Star Barrel, go up 
and right then up 
and left You'll see 
San Exclamation 


Use short 
hops ta 
get from 
One Zinger 
to the 
next $f 


Point Barrel nght zs you jump y 
| in your path Collect it then drop down to fagh youl prgbahh ein | 
find the Bonus Barrel J og ee 


4 Jump up the 

mastand follow 

the rope to the 

end Leap ta the 

right for the t } 

Kremean This two-sfage matetchme even trickier tf | 
‘ing than its BKC 2 counterpart! First; tra: | 
open the karrs get carhenlier sacha 4 
atKleaver. In the S¢cons roand, = 


to th jt tase the attenk. oa 
ere Fike : 


et dee fo 


Collect the Exclamation Point Barrel near the start, then run 
back to the left Ricochet off the Zinger into the barrel and 
grab on to the left wall Climb up to the ledge 


A 


; 
aaatanel 


ma 
| Sit 
ss 
‘Wall : ; a 
jumpupandright, then % 
dropdown the shaft Continue re we 
to the right, avotding the Ora 


Sainy, to reacha Kremcoin 


Just before the midpoint, instead 
of jumping onto a Flitter to reach 
the upper track, 
let your car fall 
off the edge to a 
hidden lower tack 


Clear the first set of barrels and walk to the edge 
of the lower platform You'll see a Blast Barrel, a 
Flitter and a vine Grab the vine and follow it up 
Ride the track tothe and left. It’s better to avord the Flitter than to 


endtafindaKremcain = bounce off it 
There are also two. . 
bananabunches on the 
upper track 


After passing the "No Animai" sign, 
jump to the next platform on the left 

F) and then to the vines above Continue 
a, up, left and then nght along the vines to 
| ‘| the Bonus Barrel 


Jumping from 
7 vine to vine to 
j | oa get the stars 
fj ied may be faster 
; ‘than climbing 
3 hand-over- 
hand 
1 


§ ex 


Keep your eyes peeled for an arrow just 
n betore the Star Barrel Bounce off the second 
. 


You can't see 
what's around 
‘you when you rein 
‘the last Blast Barrel 
Shoot straght to the 
fight, avoiding the 
Zinger 


these stars 
won't be s prob- 
lem for any 
practiced 
jumper 


(upper) Necky to reach the bonus area 


About a third of the way through, you'll find a aikianben at the top of a tower. Spin 
m= to the left or drop down and climb up the opposite wall 
4 Bounce off the Flitter into the Blast Barrel 


Use the can- SP 00M TUN cee en re reas ; . 
nonball to 
defeat all the ‘The nots regal King Zing is vulneralileonly 


om 
enemies & a wx x from beh ftor you sting lim twice, he'll 
x 


Diddy works ‘Ster and start fe .vihg little 
best here. Zingers inhis wake. 


Pts Bit 
PEGI 


“Gloomy Gulch 


. Fo 1 aes % 


~ 
This bonus area appears tn the second halt 
of the stage Look for the telltale trail of 
bananas leading down The Zinger is mov- 
ing left to right, 
rather than up. ’ Fy 
and down. 


This area appears just past the second Zinger 
To reach the high track, you must jump a little ‘Ul 

3 ages you to jump at the wrong 
earher than usual to land just behind the time Jump only from alow to a 
Zinger Jump again immediately = high track, 


9 \Gusi by) 


After the first couple | * * nimbio’! 
of gaps, you'll 
come to a long 
row of thin 2 
B towers then | 3 
Ea hook = 
Follow the trail of bananas 


a beneath the hook 


Try ta ump as soon 
as youcan Any 
delay may result in 
‘the timer running out 
before you canreach 
‘tha Kramcoin 


The stars’ arrangement encour- 


You'll transform into 
Squawks for the first part of this stage There’s an 
invisible hook just to the left of the 
first “No Squawks” sign, 


This bonus area will 
be acakewalk com- 
pared to the regular 


You'll just 
need to 
reach the 
end of the banus ares, but 
‘that s a lot tougher thanit 
sounds 


é Taking the low road 
‘ through these haunted 
highlands will help you 


spot this Bonus Barrel wizany kiSalass Peas a 
é ; reeny Krow ae 
Look for tt ahout three- rither he" (Tike to pick your busiest Kap moy 
€ quarters of the way Perfect ou amped ing back wil fas 
Re; web-spinning technique to ower iumpsmrainht up: 
through the stage deat the tmehmt : a 


Once again, the anianas\tell the SMES osereeN af ther 
that lead down from a pair of hooks early in the stage, then 
follow a long tunnel off to the nght 


Use the Fitters as 
stepping stones to 

cross above the 
stakes BI bell 
, ni Si way to defeat the 
This 1s the second area in the stage that has this lay- Sr Zingers, you ust 
out Jump up and left from the slope to an invisible have to avoid them. 
hook Spin left to reach the ledge—a jump. 
won't be long enough = 
1 few Bonus Barrels that 
1s placed in plain sight along the main 
path You can’t miss 


it By the time you get 


As you slide downward on thetce, to this stage, you'll 
callect all of the bananas sa you'll appreciate the break! 
earn the Kremeoin Stopping isn't 

an option! Avo the Zingers as 

you descend. 


This line of Blast Barrels appears in the first 
half of the stage Look for a lone banana 
beneath one of the barrels 


Hit the barrel to make the 
Krocheads rise out of thelava 
Bounce alonga string of Fitters 
¢ toreach the Kremcoin 
Collect all of the stars andreceive & Y 2 


Kremcoin reward You may have ta 
repeat this stage to get the timing right 


This cleverly hidden Bonus Barrel lies below the con- 

tinue barrel in the stage Even if you don’t have Dixie 
and her helicopter spin, just 
step over the edge and then 
hold Right 


In some perts of this 
bonus area, It may be 
faster to move up high Thenesso-geoeRapianK.h diwilltoilow 
end jump down to cal- much the same attack pattarnhare ashe 
lact strings of stars pre in the Flying Krock sre! af aa for his 
shots at 


= = 

Here’s another case of a Bonus Barrel being, 

placed out in the open, but this was probably’ 

done to lull you into a false sense of security 
‘Wait until you get to 
Windy Well! 


Incontrast to the twisting dead end 
corridors of the fevel, the bonus area is 
a bigempty roam. 


Since the raging winds will keep you trom 
falling, you need only worry about roaming 
enemies Just before the Star Barrel, sump out 
to the right instead of up 


4 With solittle time, you can’t 


Look for a cannonball just after the halfway point Drop = el afford any mistakes Teke 
down and left to find the matching Kannon Lock and a Te a Coe 
load’ misfire 


be! Hightail tt through any ice field 
after the first one, since Clapper 
appears rarely 


Follow the chains upward to grab your next 
Kremcomn You can defeat the Klingers by bop- 
ping them on the head, 


The icy coating on the 
ground will make beating 
‘these Klampons risky 
business 


From the 

keep to the shafts 
on the might as 
much as possible, 


Sead 


oe 


When you reach the Bonus 
going left only Barrel, the sludge will be hot 
when there Is no on your prehensile tail The 
alternative. You'll s 4 E toxic mess won't rise while 
soon see two [Ray oe you're in the bonus area 
hook-handed : 

Krooks, one on the nght and another on the left 

Defeat the left one {a bap on the head will do 

fine) and follow the 

tunnel left and up 


B = here are just twve sere stay 
Newgate around thas F includny the final showdown with Kaptain 
Mirek ia  —. The bonus area will give you a K Bool himself it’s off inte the wild blue 
pn ae i much appreciated braather from .yandlas with Diddy, Dixie-and the Kromling 
Ce the regular stage hordes! 


he stary of Pinocchio was already a 
literary classic when Walt Disney turned it 
Into a classic of another kind, and 
now T*HQ adapts the adapting this 
Fa: timeless tale to yet another mediurn- 
Pinocchio for the Game Boy is a faithful retelling of 
Disney's Pinocchio, with detailed characters and 
backgrounds based on the movie's designs and a ter~ 
“> rific soundtrack that will be instantly recognizable 
to anyone who has enjoyed the film The game is 
geared toward young players, and parents locking for 
an alternative to standard action games will apprect 
ate its charming nature and simple challenges 
\ = Though short, this one- 
player adventure offers 
goad game play variety 
and three difficulty levels 


4g MBED 
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$ Pinoechi® embarks on his quest to become a 

real boy, the Blue Fairy thoughtfully leaves a trail 

of useful items and power-ups along his path 
"| He'll certanly need all the help he can get! 


Collect Has to gain 

extractives, or, as they're 

called in this game, "tres" 
Four Hats = one try 


Collecting Books 
will net you extra [= 


fearing Geppetto's pleas, the Blue Fasry brings 
Pinocchio can earn the Badges of Truth, Bravery and Ut ht 
18} grant his wish and fum him into a real boy! ee 
\] ‘guide Pinocchio through town to the school Seaguils 
in Wate ed and bullies will dog your steps, while sign posts 7 
Parleci ang the ng) can capptyo trough 
the air” 
z ’ 


head to the School, 
torepeat part of 


he everfaithful Jiminy Cricket watches as — 
Stromboli forces Pinocchio to perform in a pup- 
pet show Swat the moths and bugs with your 
4 umbrella to drive thern away Your burly burn- 
1 bershoot can also block attacks and let you to 
float on the night breeze 


ollow Lampwick as he stralis across Pleasure Island, but 
don't get too close to the firecrackers Grab on to a bal- 
Joon and soar above the midway If you don't ump from 
balloon to balloon in time, you'll fall 


DAES CCR SE The loose boards 


are hard to sea, 
he balloons will eventually dump you onto sq you should 
a nekety roller coaster Jump to collect duck constantly 
just ta be on the 
items, cross gaps and ring the bells that safe sida, 


open up new sections of track Duck to 
avoid loose boards 


mocchio eventually realizes that Pleasure Island 

3 isn't all that it's cracked up 
VanVanSd to be and tries to escape If 
you've collected enough Pages, you'll be 
able to spin by pressing B. Knack out the evil 
coachman, then head to the left As you 
climb up the rocks, watch for the monsters 
beady eyes glowing in the shadows 


B] Atthe top of the cliff, 
defeat the coachman one 
more time to escape the 
istand for gond. 


inocchio 1s made of wood, 
so, of course, he floats! You 
can complete the level run 
ning along the ceiling Just avoid enemres and 
collect stems, and you'll be fine 


2 en 
Jow Road 
f you prefer the low road, collect clamis to weigh yourself down Explore 
the lower caverns for extra Magic Wands aad other ttems To reach 
higher edges, you can jump on the Manta Rays without being hurt The 
bubble streams will aiso help yeu maneuver around obstacles 


| Qo MiNTENDD. POWER 
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Aue F eppeito came looking for Pmacchis only to beswal- 
B] lowed by Monstro the Whale The only way to 
§) décape isto make the big guy sneeze, Use your spin 
attack on the crates to break them open Find at least 
eS: five pieces of wood to burn, then find the lamp 


ae 

Biro tbe a 

| ind Coppes> 
3 nack over the lamp in the lower night corner to 


start a fire Drop down to the crates and barrels at 
the bottom and go left 


et 


fr 


ou've nearly escaped, but Monstro won't 
ive up easily Watch out for arrows 
| telling you whether.to duck or jump 

to avoid the recks You'll eventu- 

alty outrun the blubbery beast, but 
Géppetto will be thrown into the churning surf If you 
‘act unselfishly, yort may finally get your wish and fulfil! 
your father's happtest dreams! 


KIRBY SUPER STAR 


How fast can you chow down anid run 
through the three mazes in. | Grand Prix 
Mode of the Gourmet, Kaa Racing 
against King Gededs) Isdeowatk in the park 
when you're up. against the top gamers in 
North America Somebody out there 1s 
gotng to break the two minute barrier 
Could it be you? Practice until you're sat- 
isfied with your time, then take a picture 
of the “Win” screen at the end of the 
race The fastest ten times will dominate 
the Battle Zone and pick up four Super 
Power Stamps Bon Appétt! 


TECMO SUPER BOWL 


Robert Colley of McDermott,...Otio 
wrote im with a Player's” ‘challenge for 
Super Tecmo Bowl. During the 1992-93 
Season, Colley led the New Orleans 
Saints to victory while allowing only 26 
points to be scored agatnst the team 
during the entire season! That's just two 
touchdowns and four field goals in six- 
teen games! Can you do better? Could 
you play a whole season without a sin- 
gle point being scored against your 
team? The top twenty football heroes 
will earn four Super Power Stamps. 


@ swrenoo power 


CHALLENGE #2. 


MEGA MAN X3 


Ren Agbunag of Virii 
liked our Volume 84° Mega Man X3 chal- 
lenge so much, he thought we should do 
it again but this-time We, should chal- 
lenge_réaders to complete the Blast 


-~. Honiet Stage first Rea says that you are 


not allowed to collect any power-ups or 


- complete any other stages: The first 
7 ‘twenty-five Blue Bombers who barrel 


through the Blast Hornet’s Stage and 


~ Send in their passwords will pick up four 
Super Power Stamps 


TWISTED CHALLENGES 


In Volume 84, we dared readers to send in 
their most twisted and toughest chal- 
lenges. Twisted chailenges are created by 
readers for readers While you don’t get a 
prize for meeting or beating a Twisted 
challenge, if you make one up and we 
pnnt tin Nintendo Power, you'll get four 
Super Power Stamps Here are the win- 
ners of our first twisted installment 
*Can you complete Final Fantasy tif with~ 
out using Cure 2 or Cure 3 throughout 
the game? Robbie Hale, Tempe, Arizona 
*in Tetris Game A, can you make tt to 
Level 10 without leaving a gap im any 
line? Shaye Peabody, Moreno Valley, 
-California 
Can you run to the end of the first level 
tn Earthworm jim 2 without using any 
weapons or jim’s whip? Timothy 
Swaim, Arlington, Texas ’ 
in Super Mario RPG, while racing 


against Bashi on Yo%ster Isle, can you .’ 


win without using any Yosh Cookies? 
John Bednarz, Shaverton, Pennsylvania 
and Brandon Powers, North Highlands, 
California * Saad 


ia Beach, Virginia. 


SUPER MARIC KART 


Best Times on Mario Circunt 2 


Greg Pituch 
Michael Paul 
Clark 
Matt Moffitt 


Aurora, OH 131463 
Pelzer, SC 12007 


Folsom, CA 422-81 


Aaron Finkbemer Lynchburg, OH 
Andrew Beckett Sheboygan, WI 
Bryan Hestkotter Fresno, CA 
Shane Krouse 
Ben Copley 


Calgary, AB 

Pleasani Hill, CA 1:25:96 
Shaun Frank Laurel, MT 1:26:12 
Vinson Ridenour Bellflower, CA 1:26.20 


gave the East ther first victory in the Battle Zone 

away the Sarge ition by using Donkey Keng Jr with 

cart m Mario Kart GP mode ‘The trick was picking up @ turbo 
boost off the starting line You don’t know about the turbo 
boast? At the start of the race, try holding down the! 

just before the second red light turns on, Let the engine 
gut ready to take of fl 


@PBATTE ZONE \ 


Greg Pituch and Michael Paul Clark were the dream team that 
“ 


Thornton, CO 
Staten Istand, NY 
Niskayona, NY 


THE LEGEND OF ZELOQA—A Peter Robinson 
LINK TO THE PAST ‘Theresa Rucando 
Reaching Genon with Only Fourteen Hearts Jeff Russ 
(Volume 84) Paul Sample 

Dresher, PA Jeremy al 
Shebs , WI fim Stan! 
Maser OK Stephen Stephano 
Silver Spring, MD Michael Sutherland 
Lowell, MI Bobby Taylor 
Victoria, BC Chris Tervo 
Bay City, Ml Chris Toyzan 
Portage, tN Geoff Tuttle 
Wayne, N] Peter Yu 
‘Washougal, WA 
Long Beach, MS 
Oroulle, CA 
Wichita, KS 
Lester Prairie, MN 
St, Louis, MO 
Brooklyn, NY 


Derek Allen 
Andrew Beckett 
Chris Bilby 

Stephen Campos 
Nick Colles 

Shawn Croucher 
Joseph Curply 

Ronny Donahue 
Andrew Ebersbach 
Robert Filts 

Donald Fitzgerald 
Ryan Fitzgerald 
Jeremy Fredin 

Seth Fredrickson 
Darel Frumson 
Lortanne Fulco 

Bran & Justm Grigg 
Tim & Tully Gustafson 
Atta Haimour 


Strongsville, OH 
Madhsony, NJ 
Reston, VA 
Sioux Falls, SD 
Marshall, Ml 
Fountamn Hills, AZ 
Tallulah, LA 


MEGA MAN X3 
Complete the Tunnel Rhino Stage fist? 
{Volume 84) 

Marlton, Nj 
Lincoln Abreu Sunnyside, NY 
Tom Bulmer Burlington, NC 
Jared Burley Bay City, MI 
Josh Bycer Cherry Hill, NJ 
ce Jesse Byers Corvallis, OR 
Watthesel Helga Rebecca Cataldi Coraopolts, PA 
A rel ean Keith Chase Willimantic, CT 
eociiivnes Ivan Cheung Frankfort, KY 
tee Lonel Seal KY Robbie Espifitu DeSoto, TX 
Whitney Gunler Dallastown, PA 
pages Mase) eis) Stephen King Suquamiish, WA 
ssa McCulloch St. Louis, MO pein Coal Spris, FL 
Doug alen Onan Judson Lincofn Columbia, MD 
David Pittaro, Monireal, PQ. Mike Olesh Des Moines, WA 
Andrew Peck Circle Pints, MN Hestor Ortega AR Lon Ea 
Plaid Doge nie Alvaro Perezehuca Calexico, CA 
Zack Reed Biloxt, MS (eae Bay city, Mi 
Voreathii He Jacksons Paul Pulaski Highpomt, NC, 


‘Lee Aarons 


t 


ENTER THE ARENA | 


Write your name, eddress and Member Number Include your Super NES m the photo of your higtt 
‘on the back of your photo Challenges inthistssue score Dim the Hohe and then take a few photos 
must be received no later than Octaber 10, 1996 without a flash, 

‘The top quahfiers recewe Super Power Stamps Boy, place rt on a flat surface 


if you'ra taking a phate af a Game 


Kristopher Qualitto 
Andrew Ratierty 
Jason Reck 

Lucas Roach 
Brandon Shenfield 
Mark Solleza 
Shawn Wu 

Shawn Zander 


SUPER MARIO KART 
Best Times on Choco Island 2 
Justin Bavera Baltimore, MD 12939 
EncRengfort  Gamesvalle, TX 12050 
Andy Joynt Scarsdale, NY bee 
Michael Wilmington, CA 420990 
Hernandez 
Stephen King Ill Suquamish, WA 1:21519 
Jason Lambert Monticello, MS 1:21.38 
Steve Rose Hawthorn Woods, 1 421-40 
Hung Dinh Tucson, AZ t ; 
David Voytisek Endicott, NY 
Justm Hodelons Whitefield, ME 
Bran Hyman 
Bobby Bellar 
Leonard Steen 
Ryan Peterson 
Matt Conrad 
lan Young. 
Matt Bucknor 
Phillip Tyler 
Nate Stephens 
Pat Buchanan 
Mark Conkle 


Hendrickson 


Greg Zhelesnik Bronson, FL. 


Address entries to 

POWER PLAYERS’ ARENA 
PQ BOX 97033 

REOMOND, WA 98073-9733 


VOLUME BE 


THE BUGS BUNNY CRAZY*CASFLE 25 


& PRES Someony 
WwORD Memory Siz 


Warner Bros.’ irreverent rodent walks all over 
the competition in a castle filled with surprises, 


Bugs runs into Sylvester, Elmer, Wile E Coyote and other cartoon 
¢rontes in this classtc platform game, now being rereleased by 
Nintendo as part of the Players’ Choice senes: Pick up carrots to 
boost your score and boxing gloves, cartons, buckels and other 
ttems ta knock off your ene- 
mies. In Video made, play- 
ers rerun the last stage to see 
how well they performed 
Onginally released by 
Kemco-Seika, ‘The Bugs 
Bunny Crazy Castle 2 was 
first seen in 1991 but, like 
the cartoons, the game play 
remains ag less 


Nintendo 
“September 1996 
12K bits 


9 Lots af frantic fun for an MSRP of $19 99 Passwords 


—] Siow play cantrol response 


& 
Key Bra PL 


MULTI-PLAYER = MULTIPLAYER 
MODE ALTERNATING SIMULTANEOUS 


PASS- 
WORD 


SEPTEMBER 1996 


*DONKEY KONG LAND 2 


Awesome i action returns to the small screen. 


Last year's incredible Donkey Kong Country 2 Diddy's Kong 
Sie has been converted into the best ACM ttle for Game Boy to 
date DK. 2, like its prode- 
cessor, covers most of the 
Kremiing's island Diddy 
and Dixie Kong, along with 
friends such as Squawk and 
Ramb1, must scamper to the 
pinnacle and beyond to face | 
Captain K Roal Although 

the levels may look familiar, | 
the animation for the Game i 
Boy has been greatly improved by the developers at Rare over the | 
first Donkey Kong Land game DKL 2 also makes great use of the | 
Super Game Boy enhancements Power covers all the mon- 

keyshines in this month's review 


GUE, ace be 
» Release Date. 
AUG Memory Size. 


Megabits } 


9 Excellant action, play cantral and graphics 


~) Stages are basically the same as thosem DKG? for the Super NES 


AY 


Abbe! Aes. Shy ae 
BATTERV-BACKED © GAME SUPERGAMEBOY SUPER 
MEMORY LINK: ENHANCED FX CHIP 
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.Nintendo 
September 1976 
Megabit 


A robotic rampage 
from the past. 


The Blue Bomber 1s back 
on the trail of his arch 
nval, Dr. Wily, in the rere- 
lease of the first Mega 
Man game for Game Boy 
It's classic Mega Man 
action with enemies and 
traps In five worlds Before facing Dr. Wily, Mega Man must 
jump, climb and shoot his way past Elecman, Iceman, 
Cutman, and Fireman Each ume you beat the boss, you win 
his high-powered weapon Mega Man never disappoints and 
at an MSRP of $1999, the price won't let you down, either 


r+) Excellent play contro! and graphies Challenging 


[~] Awkward diagram passwords 


October 1796 
Memory Size.......4 Megabits 


Geppeto’s wooden son heads out for an adven- 
ture on Game Boy. 

rer, — Jiminy Cricket narrates the 
tale of Disney’s Pinocchio 
while players guide the 
marinette and the cricket 
(in the stage) through the 
temptations of youth. 
Classic Disney tunes, such 
as When You Wish Upon 
A Star, add to the familian- 
ty of the game The plat- 
form-action stages include Gaped’s town, Pleasure Island and 
Monstro the Whale Prove yourself to be brave, truthful and 
unselfish by collecting the letters B, T and U in the different 
stages of the game and you'll become a real boy forever 
Disney fans and young gamers won't want to miss this month's 
Power review 


} Nice araphies and must. 


fe] Very simple gameplay 


Get off the ground and earn your wings. 


Just as Super Mario 64 
sets a new standard for 
action games, Pilotwings 
64 will set a new stan- 
dard for action simula- 
tions Virtual pilots soar 
into. the skies wa 
Gyrocopter, Rocket Belt, 
Hangglider, Cannon or 
even under their own 
winged power The 3-D world includes a not-so-miniature 
United States and several islands. You'll also find plenty of 
bonus games, like the cannon shot in which you are fired from 
the muzzle of a giant cannon. Paradigm Simulations provided 
the 3-D magic while Nintendo added the fun The combina 
tion is unbelievable This month, Power takes you to flight 
school 


9 An amazing flight experience Great graphics and play control You 
don't even heve to achieve a goal to have funin this game, 


=] Missiles don't lzave any permanent damage 


Hf you love unforgiving plat 
form or shooter action, then 
this European import from 
Titus may be just the ticket 
for you Realm combines 
sharp Super NES graphics 
with constant action Your 
futunstic hero grabs power 
«up weapons at every oppor- 
tunity, which you'll need in 
order to blast through to the guardians at the end of each level. 
Along the way, you'll face implacable enemies at every step Don't 
despair, though, because Power has all the right moves for Realm in 
this month’s review 


€} ery challenging Good graphics 
&} vosave feature. Unbsiarced levels of cificulty 


vouune se 


SIMCITY 


S Memory Size. 


3B 


Congratulations. There's a new mayor in City 
Hall. And you're it! 


Nintendo will release SimCity as the next ttle in the Players’ 
Choice series for the Super NES SimCity recreates the award- 
winning PC and Mac game from Maxis, then goes even further 
Shigeru Miyamoto of Maro fame added fun touches to this ver- 
sion, such as frendly advice from Dr Wright and extra gifis that 
you earn as your city grows. SimCity simulates the evolution of 
a city from village to 
metrapolis, and you are in 
charge of making it grow 
Of course, you can also 
send in the monsters ta 
wipe out your creation 
With almost 1,000 land- 
forms from which to 
choose, the variety of 
cities you can design and 
build ts almost endless You can even begin with a real city such 
as San Francisco and help it recover from a disaster. Don't miss 
this month's Epic Center review and the ultimate building code 


Gne of the most mvolving and creative Super NES trtles Excellent 
interface Unbeatable price at an MSRP of $34 96 


—) Unstructured play may leave same people confused or bored 


Anew age of video games begins with Super 
Mario 64. 


Manio comes to Irfe in the premier title for the new Nintendo 64, 
which will be released at the end of September in North 
America Super Mario 64 pulls players into a true 3-D world 
where they have virtually no hmuits ta their movernent Mario's 
mission 1s to save Princess Toadstool. from a prison in a parnt- 
ing! Once again, Bowser 1s behind the shenanigans The magic 
of Shigeru Mryamoto's game design can be felt everywhere, 
irom the stunning graphics to the vanety of worlds and events 


rel TPLAYER = MULTIPLAYER 


(an See 
MULTI PLAYER: PASS BATTERY'BACKED GAME SUPERGAMEROY SUPER 
MOOE ALTERNATING SIMULTANEOUS ‘WORD MEMORY UNK ENHANCED. FX CHIP 


Players may find fewer 
enemies to stomp and 
more mazes and puzzles 
fo solve than In previous 
Mario games, but the 
action Is just as demand- 
Ing as ever Mario leaps, 


climbs, swims, flips, does 
handstands, and glides 
with one of three special 
caps It’s pure magic 
Nintendo Power goes in- 
depth into Super Mario 
64 this month 


+) Anew standard for action games Incredible graphics, sound and 
variety of play 


=) Shifting camera angles take some getting used to 


TETRIS ATTACK 


‘September 1996 
Memory Size.......4 Megabits 


A new Tetris for a new time. 


The block-busting puzzle game that you discovered last month 
for the Super NES arrives this month for the Game Boy. Tetris 
Attack may be the most involving action puzzle game since the 
original Tetris, and like that 
classic game, it 1s perfectly 
suited to Game Boy Tetris 
Attack contains — single- 
player and two-player 
options plus a puzzle 
mode that limits the num- 


Heirs cars| 
O50: 


OO 


ber of moves you have to 
clear the screen of blocks 
With the Game Boy ver- 
sion, you can play on the 
go or plug it into the Super 
Game Boy at home Tum 
to our Tetris Attack tips in 
this issue 


@m ey E 


@_suvtenvo power 


Totally captivating GameLink two-player option Super Game Boy 
enhancements 


e Not as appealing as the Super NES version 


WAR’ 3010: THE REVOLUTION (97 


Humankind fights back against alien oppression. 


War strategy takes to the far reaches of the galaxy in Advanced 
Productions! War 3010° The Revolution for the Super NES As 


the human rebel leader, 
you command a ragtag 
fleet of stolen starships 
thal you must use to 
accomplish preset mis- 
sion goals For instance, 
you might have to free a 
planet or protect a con 
voy from alien raiders 


The game engine 1s based 
on traditional hex-board 
war games and Is very sim 
ilar to the engine in War 
2040 for the Super NES 
(The graphics of the battle 
units are considerably 
more sophisticated thar 
those in War 2040.) First, 
you move your unrts, ther 
conflict 1s resolved by the computer In addition, you can build 
new ships and equip fantastic new technologies on existing 
ships Much of the strategy revolves around positioning your 
ships in areas where they gain a defensive advantage in later 
scenarios, new ships are introduced and the challenge picks up 
considerably This month, Nintendo Power's Epic Center wades 
Into the deep end of space for a battle between the stars 


+) An cay pean Strategy game Graphics are antmprovement over 
r 


—} Not enough challange for sermous strategy fans 


re ES 
@ the Bucs suNNY Crazy CASTLE? 7 [3.5 3.6.93.003.4) | [> [ACTION 

@ DONKEY KONG LAND2 = 3,3. 333.8337 (OH Ee ACTION 

@ MeGa MAN © wd 4143 450450 3% ACTION 

@ Photwines64 4.09538 40) OKA KA SIMULATION 
@ PinoccHio  ~ 35° 30 27 330 *Oo ACA! ACTION 
@ REALM 35°33 35 30 0 KA ACTION 

@ simcity 3.83.6 42 460 Oster ~) | SIMULATION 


@ super MaRioé4 45038 50 45° Och KA 


@ TETRIS ATTACK 
@ WAR 3010: THE REVOLUTION 


28218 


Hf you 


pra players, then check tor h ated on the chart. 


ACTION: 
PUZZLE 
STRATEGY 


3.8 4.0 
2.83.3 


Kiet 


re_G=Graphics & 
lenge, T=Theme & Fun 


e the same types of games as aur 
al af a 


ome day soon, the nome df-Dash Rendar wilt 

stand beside that of Luke Skywalker, Princess 

Leia Organo and Han Solo. Star Wars: Shadows 

of the Empire for the N64 from Nintendo and 

PecasAdts inpens = ney chapter iy the ongsing Star Wars stary 
Nearly complete now, the version received at Pak Watch has 
gverything a Star Wars fan could ask for: action, heroism, impos- 
aible odds, Imperial storm troopers, evil plots, and a great sound 
track. The action encompasses everything from blasting TIE 
Fighters in space to dodging the gaping maw of a desert worm on 
Fatooing. Mercenary-turned-hera Rendar hoofs it through much 
the game, searching for generators to blow up and storm 
pets to blast. When he's not jumping surprised droids, Dash 

Wy take to the air with his jet pack or leap aboard a speeder to 
Se Jabba's henchmen through the twisting streets of Mos 
Wiley. And it all looks and sounds like a Hollywood production, 
Qhadows is a trite feast. And the play control is just as delicious 


i= ; A. } 


() NINTENDO POWER 


as the sound and graphics. You move Dash from 2 walk to a 
sprint usin,; the Control Stick. If you hold the Z Trigger, you/ean 
use the Control Stick to aim your blaster up or down. The three 
camera Views include hehind-the-shoulder, in-the-head, andgat- 
infront, each malcing for an entirely different experience 


e = SOURCE Extra 


DEVELOPER — LucasArts ENTERTAINMENT 
PUBLISHER ~ NINTENDO 
Memory Size — 64 Mecasits 
LEVELS — 10, WITH MULTIPLE STAGES 
CAMERA PERSPECTIVES — MULTIPLE 


@ 


= | Ea 


e thought ydu'd like a look at some of the incred- 
ible Nintendo 64 games currently in develop- 
ment at Nintendo Company Limited in Kyoto, 
Japan. The’ biggest changes have come about in 
Wave Race 64. Previous versions of the game 

didn't include background features such as - 
shorelines or special areas. As you can see now, jg 

Wave Race 64 looks fully rounded. The mouth- yess 
watering Star Fox 64 shots suggest a game with E 

tots of variety and a very rich 3-D environment. <a 

Other games pictured are Kirby's Air Ride, 

Super Mario Kart R and Tetrisphere. 


TATT IE 
23.6 32) 


"Tar Teal 
O 35672 


( Star Fox 64 


MADDEN NFL ‘97 


a football simulation, Madden NFL ‘97. 

Kern jniss 2 trick, From teal NEL players to: 

tual teams, including the newly nésted Baltimure Ravetis, EA 

sports has put it all in this game. The play an the field feels sub_ 

stantially as it always has and the graphics won't shake up: thie 
“orld any more fay ‘they did last yi 4 


f he latest in the greatest Super NES football 
s es is back with more action on the gridiron. 


j poven football Total ay modes in thie ea 
ihelude head-to-head ve. players of the computuiy; 
id playoffs. The front-office and Player tryout: 
lest year have'returned, as well. EA ae 
cackage wrapped up and on the field by. r 

F early October, 


Mover the nextfew months. The b-st line-up for the 
16-bit system will be available, as well. Nintendo 
will rerelease the classic action title, Super Star Wars, 
ey published by VC. Super Star Wars joins the Players! Choice 
9 of games that are making their second appearances this year. In 
Ss first adventure for the Super NES, players drove a desert speed- 
©) Gimbed the giant Jawa crawier to rescue R2D2, blasted Imperial 
Fighters ftom the Milleniurs Falcon and piloted an X-Wing down 
‘bench of the Death: Star to launch a missile down the vent. 
Wy yers could also yse Han Solo in many stages. This game was 
Signed by LucasArts and programmed by Sculptured Software. The 
0% of action pioneered a new genre of action adventure games, but 
WPody does it better than LucasArts. If you missed the original 
(ease, don't miss the second coming af Super Star Wars. 


- SY, Oper NES owners heed not desp-ir d spit- the fi st 
of extraordinary N64 titles that will be appeoring 
he 


-TMPEMLOL- OFFERSE Onn TO 


fo swivrewno power 


eFSOURCEExta Mf } 


DEVELOPER — SCULPTURED SOFTWARE 
PUBLISHERS — JVC AND NINTENDO 
Memory SIzeE ~ 8 MEGABITS 
Speciat Errects — Mone 7 
Levets — 18 


L; 


Williams Entertainment has combined five hit 

arcade games ftom the ‘80s into one Super NES 

Game Pak that is truly loaded. Kobotron, Joust, 
Defender, Defender 1 and Sinistar all make their Super NES 
debuts with graphics and sound tracks that are almost indestin- 
guishable from the originals. Fans of these classics will relive 
the arcade experience and get a few nice optians that weren't 
available back in the good-old-days, such as the Game Options 
ment: that lets you choose your number of lives, level of diffi 
culty, Bonus scores and other options. Blasting invaders. in 


‘ir 
F 


game has been added in c: 
The most intriguing featu 
ment mode, At Pak Watch, 
rabid college football fans in 
wait their turn to play, Bette! 
one of these parties. Blacl 

Pearl's parent company, oe 
s to send Pak Watch a 


pro 
playable version of the game in 
several weeks, so stay tuned for 
more news from the Bruise 
Patrol next month. In addition 
ta College Foothall USA ‘97, 
Black Pearl has obtained the 


license from EA Sports to pro- 
duce NHL ‘97. 


ba 


Defender oF cloud-hopping on an ostrich in Joust haye’tiever 
been so rewarding. Even better, Williams will have an MSRP 
that reflects the smaller memory configuration of the Pak. With 
one and two-player options, Arcade's Greatest Hits means fun 
for all. You don't need 3-D or hi-res graphics to make a great 
game. These five titles prove it. 


* 
i 


Reaver! W 


NI 
ee 
© SOURCE Extra 
PUBLISHER — Biack PEARL 
RELEASE Date — NOVEMBER 1996, 
Mutti-PLayver — 1 10 16 TOURNAMENT MODE 
Teams — 111 Division 1A TEAMS 
Bowis = Rost, Sucar, Orance, Fiesta 


SES — 


+ 


STREET FIGHTER 
ALPHA 2 


{We had to stop the presses to bring you this news, but it 
was foo big to let slip by. Street Fighter Alpha 2 for the 
{Super NES is on its way this October. Yes, indeed, Super 
NES fighting fans can rejoice. Nintendo of America feels 
your pain and wants fo do something about if by bringing 
you the hardest punching, the fiercest kicking, and the 
|mest amazing special moves ever. Street Fighter Alpha 2 is 
the first new Super NES Sireet Fighter title since Super 
Street Fighter ll in 1994, Two years without 4 real dragon 
[punch is almost too much to bear. The new game will fea~ 


kure several new characters, areas and tons of néw moves 


including multiple supers and combos. Incidentally, in the 
iphotos shown here, M. Bison bears his Japanese mame of 
‘Vega and Charlie fram the arcade velsion is named Nash. 
{Graphically, Street Fighter Alpha 2 recreates the cartoon 
look of the arcade game and includes special effects such 
{as the shadow movement of characters. Pak Watch expects 
he receive the finished gam 
(October issue. 


2 


OY STORY 
zz Lightyear and Woody the Cowboy will return to the 
re shelves this fall, thanks to. a deal worked out bebween 

intendo of Ametica and Disney Interactive. If you missed 
foy Story last year, get ready for a smorgasbord of great 
graphics and varied game play. The themes of the stages 
me straight from the blockbuster Disney/Pixar movie, 
ut the game play owes allegiance to classic action plat- 
form games. You'll solve simple puzzles, fight off bad toys, 
fly with Buzz, rope with Woody and even wind up inside 
the alien crane game for a first-person, 3-D maze experi- 
qace. To miss this Super NES game once could be consid- 
ered ‘an oversight, To miss it twice would be embarrassing. 


STAR WARS 


That famous galaxy iar, far away seems to be getting clos- 
r to home this fall with a number of Star Wars titles set to 
he released or rereleased for Game Boy, Super NES and 
N64. The Game Boy Star Wars debuted back in 1992 from 
€apcom. The stages are different than those in the Super 
INES game, but the emphasis on challenging, platform 
action remains consistent im both versions. The MSRP for 
Game Boy Players' Choice games is $19.99. 


{ 
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N64 IN JAPAN 


Development of N64 titles in Japan continues, with 
sm uncements of new titles happening almost every 
ee) Youshould keep in mind that announced titles day't 
aiways fur into finished games. Nonetheless, the latest 
from Japan includes some of the most exciting news To 
Wate, Hudson Soft announced that it is working on 
Bomberman 64 and Super Power League 64, We expect 
that Bomberman will be a multi-player game featuring the 
sort of frantic, free-for-all that Bomberman fans loye, but 
there is no word yet on whether this game will fake place 
in 3-D mazes or the more standard 2-D, overhead per- 
spective. Pak Watch has also learned that a major North 
American publisher has already snapped up the tights to 
bring the new Bomberman across the Pacific, although no 
date has been set for this. Hudson’s Super Power Leagie 64 
is a baseball game, which brings the total number of 
planned N64 baseball titles up to four. 

Athena, a major publisher in japan, is working on a 
mah-jongg game, which should be popular in Japan but 
probably won't ever make it to our shores. Seta plans to 
create three games: Golf, Rev Limit and Wild Choppers. 
Human Grand Prix from Human will be a zacing game. 
Finally, Enix announced that it is working ona Nintendo 64 
sequel to Wonder Project, an epic that appeared on the 
Super Famicom. In addition, Enix is creating a Super 
Famicom version of Dragon Quest II] with graphics simitar 
to Chrono Trigger featuring new battle sequen™ 


DISNEY'S 
PINOCCHIO 


Nintendo's Disney connection will get even stronger this 
fall when Nintendo releases Disney's Pinocchio for the 
Super NES. Virgin Interactive and Disney Interactive col- 
laborated on the creation of this graphically rich platform 
game starring the puppet who comes to life. Most of the 
areas are similar to the stages in the Game Boy version, 
although you'll find some added complexity and special 
bonus areas between stages. Pinoechio leatas fo'be truth- 
ful and brave the hard way, but the game play is pretty 
easy, suitable for younger game players. The Dieney music 
does a great job of setting the atmosphere. Pinoechio 
should show up in the stores this November, +" 


9 1996 holiday season is shaping up to he one of the 
Tyihiest ver for Super NES fans thanks fo a wide selection 
Gf Players’ Choice games. The latest to make the list of all- 
firme greats is the classic Mario Paint, which was first 
released in 1992. Mario Paint, as the name suggests, isn't a 
game at all, but rather a creativity program that allows 
users ta-ereate still or animated art. You can also compose 
Singple stings using the music cditor. lo one of the most 
popular edntests in Nintendo Power history, thousantls of 
Mario | Paint artists sent us animated videos of their work, 
Mario Paint comms with the Super NES Mouse and a spe- 
cial Mouse Pad all for the MSRP of $44.99. 


MORTAL KOMBAT 
TRILOGY 


Mt’s all done except for the shouting. MKT from Williams 
Entertainment is finished and ready to rumble. The Finality, 
as. you can see fron these shots, looks pretty enough to 
frame, but you'll probably want to rip open the box and get 
down to the griifly action proviled by the THIRTY or so 
fighters. In almost every way, MKT ranks as the biggest 
fighting phenom to date. Williams set out te create the 
definitive Mortal Kombat, anf they did jst that. Don't 
expect 3-D graphics, though. MKT pecreafes the familiar 
2-D arcade experience, although fhe N64 version goes 
beyond the arcade games in special graphics effects. 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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